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ORIGIN NOW CREATES WORLDS ON CDDP 


eeccccce © anybody suffered from the restrictions of the teeny tiny little-bitty space of a 


floppy disk, it was ORIGIN. Let’s face it — putting a truly great game on a floppy 


WING COMMANDER? 111 


disk is like trying to play professional football in a bathtub. That’s why the 


people at ORIGIN are excited about the idea of CD-ROM games. Give us the 


ULTIM AS VIII 


room of a CD, and we Can finally roll up our sleeves and weave magic. It won’t even take up any 


room on your hard disk. (Okay, some space, but hardly any worth mentioning.) 


yssibly awesome graphics? 


e You want im Of course you do. Our art will blow 


WINGS OF GLORY™ 


you away. You can hunt down the slickest, meanest aliens in a dozen different galaxies — and you 


won’t have to guess at what they really look like. Are you tired of wandering 


nd with only littke beeps and mindless tunes to keep up the excitement? 


SYSTEM SHOCH™ 


Sie you are. Go for full audio Bnd speech. You’re set up for sound, aren’t you? Then you should 
ect your adventures to have it! We have dynamic, orchestral soundtracks so phenomenal you’ll 
wonder where we’ve hidden the conductor. e Of course, for everything you gain, you’ve got to lose 
a Siethiees With a CD-ROM game, what you lose is the hassle. Have you ever tried installing a game, 


only to find that one of the disks was corrupted? That’s just one of the worries 


you can leave behind. Forget about making back-up copies (or crossing your fingers 


ARM ADA™ 


when you don’t). It’s ancient history. As for hard-drive space — you’ll never again have to consider 
AVAILABLE AT A SOFTWARE RETAILER 
selling your car to afford enough room to install the latest, greatest game. Finally you can pop ina 
NEAR YOU, OR CALL 1-800-245-4525 
game worthy of the system you bought for it. ORIGIN Creates Worlds to 
FOR MORE INFORMATION. 


take on the multi-media challenge. Now it’s up to you to conquer them. An Electronic Arts® Company 


Origin, Ultima, We create worlds and Wing Commander are registered trademarks of ORIGIN Systems, Inc. Pagan, System Shock, Wing Armada and Wings of Glory are trademarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. 
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51 On the Wings of Eagles 


22 Spotlight — [and Warthogs and Camels] 


_ Multimedia Reviews: | a bumpy ride on 


a Gateway 2000 PC, a jolly jaunt with Jerry By Scott Wolf — 
(Seinfeld, that is), or a sleazy multimedia It doesn’t take a pilot's license to take off on a flight sim, 
run through O.J.’s trial. just a desire to blow fellow flyers to cinders. We separate 
the aces from the also-rans in the skies above from 
34 Edutainment World War | to the present, and beyond... 
A dictionary just for kids, the newest L 
interactive storybook, and puzzle fun. 61 The Plane Truth 
By James Daly : 
42 Game On : : You don't have to fly to love airplanes. This sleek 
Corey Sandler can’t tell whether the on- squadron of jet-oriented multimedia titles puts you up 
screen characters in the latest games are close and personal with the fastest, most-powerful 
real or memory. Or if it matters. flying machines in the world. 
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Come on down! Keith Ferrell says that when By James Daly 
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can eat dinner, quaff a beer, and then use computer 
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: Belly up to your PC, Paul Bonner wants to 73 Under a Killing Moon 


brew you a beer. A new CD-ROM teaches 


Christopher Li ist 
the thirsty ‘Maniac the fine art of zymurgy. By Chnsophe: Eee 


Hard-boiled gumshoe Tex Murphy is back. Take an 
advance look at the funny, futuristic cases he has to 
crack—with help from actors like Brian Keith, Margot 
Kidder, Russel Means, and the voice of James Earl Jones. 
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120 Faster Is Always Better 


When it comes to CD-ROM drives, the need 
for speed is unquenchable. Take a look at four 
quadruple-speed disc spinners. 


122 Inside MPEG 


M-what? Check out the video-compression 
technology that’s finally making PC movies 
look as good as TV. F 
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Paper Anniversary 


q t’s been quite a year. Since Electronic Entertainment threw its landmark launch 
party in December of 1993, we’ve grown, changed, and evolved right along with 
the industry we cover. 

When we started, we wondered if the world was ready for the heady mix of com- 
puter games, multimedia entertainment, and advanced gaming platforms we saw 
coalescing into a new industry. But as we watched everyone from movie execs to 
multimedia mavens file excitedly into San Francisco’s Spectrum Gallery for the bash, 
we knew we were on the cusp of something even bigger than we expected. 

The success of E’s first 12 issues has justified the initial buzz. In a single year, 
we’ve watched as the rise of interactive CD-ROM-based multimedia made personal 
computers into the newest form of mainstream entertainment. 

Our first dozen issues covered everything from edutainment to cybersex. We 
chronicled the incredible improvements in computer games. We tracked the early 
rumblings of interactive music, and introduced you to the people behind Sillywood— 
the convergence of Silicon Valley and Hollywood. We’ve taken you to virtual- 
reality parlors and shown you how to create virtual worlds at home. And we were 
right there as companies spent billions of dollars chasing the elusive promise of in- 
teractive television and high-end CD-ROM-based gaming systems. 

In retrospect, our timing was perfect. Had we waited, we'd still be getting our bear- 
ings and making beginner’s mistakes. Instead, we’ve refined our approach based on 
our experience. For instance, you’ve probably already noticed the new logo on the cov- 
er. Created by art director Kathy Marty and designer Anthony Lukban, it’s intend- 
ed to convey the excitement and energy of the products and technology we cover. 

Another improvement adds easy-to-read five-star ratings to multimedia reviews 
throughout the magazine. And in the PC Games section—which still includes 
games for Macs, 3DO, Sega CD, and CD-i machines—we’ve Peoenenee our rat- 
ings boxes to deliver more information. 

Despite the changes, though, E2 retains its basic mission: Deliver honest re- 
views of new computer games, multimedia titles, and hardware; serve up savvy tips 
and hints; offer thought-provoking opinions; and present fascinating insights about 
the cutting edge of interactive-entertainment technology. 

In this issue, for instance, you'll see coverage of flight sims and aviation programs, 
a Guided Tour of Under a Killing Moon, a look at ultra-fast CD-ROM drives, an 
explanation of MPEG video, and even a virtual visit to the new cyberbars, where 
the digerati meet to eat, drink, play, and communicate. In upcoming issues, look for 
stories on easy-to-use all-in-one PCs, network games, computer golf, digital fiction, 
and our annual Editor’s Choice Awards. 

So, what do you think? Write to us—via e-mail, fax, or plain old U.S. snail mail— 
and tell us your opinion of E2, interactive entertainment, and what- 
ever else is on your mind (our addresses are at the bottom of page 6). _ 

We want to hear from you. fe 
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ILLUSTRATION BY PAUL WILEY 


User Friendly 
I went to my mailbox and found the 
Enterprise staring me in the face; I felt my 
day had been made. 

After reading the Star Trek feature 
(“Explore The Enterprise,” November 1994, 
page 54), I turned back to the beginning of 
the magazine. I didn’t even get past the letter 
page before writing you. 

In a response to a reader you wrote, “And 
speaking of sound effects, we hear you. 
Starting next month, we’ll add a Sound 
Check rating to every game review.” This is 
good, but not exactly fair. 

Millions of people in the United States 
today use Closed Captioning to enjoy televi- 
sion. The hearing impaired, of which I am 
one, have no choice but to use CC to enjoy 
many types of entertainment. 

To my knowledge, Sierra On-Line is the 
only company that included text in their 
games, removed it, and then decided to put it 
back to help hearing-impaired individuals. 
Maybe this is why Sierra is one of the top 
game producers in the country. The compa- 
ny looks beyond trends and provides experi- 
ences for all gamers. 

It is bad business on the part of Virgin to 
say that they are going add text to The 11th 
Hour, and then not follow through. The dis- 
abled are a powerful wallet to ignore since a 
large percentage of America has a disability 
of some sort. In addition, the disabled are 
often the first people to embrace emerging 
technology. Many have computers, and sev- 
eral state governments provide computers to 
help people with disabilities. 

I’m not saying you should drop the sound 
ratings, but could you also add a Text Option 
box? I don’t want to buy a new CD find it has 
no text, and not be able to return it. 

Scott E. Johnston 
Via America Online 


Thank you for raising this important issue. 
While we can’t include an option box for 
every feature in the games we review, we will 
make every effort to mention if a game 
depends on sound to be playable. —Ed. 
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(Computer) Men Are Pigs 
Regarding your feature “Why Women 
Don’t Play Computer Games” (September 
1994, page 56), maybe the real solution to 
getting women into games is for every 
household to have two computers. That way 
the men in the house could still hog one sys- 
tem while mothers and daughters experi- 
mented with the other. 

I agree with Laurie Strand of Broderbund 
Software when she states, “Women view 
computers as tools, men view them as toys.” 
Maybe the reason is that most women have 
two jobs: They have a career and they have a 
home to run. I have heard women comment 
that SimCity and Myst look like great games, 
but they don’t have the time to get hooked 
on them. 

Lorna Farol 
San Francisco, California 


Outhouse? Compost? 

Way to tell it like it is about Outpost in your 
November 1994 issue (page 86). I really got 
a kick out of John Sauer’s lead, “Did you say 
‘Outhouse’? ‘Compost’?” 

Too bad that the people who bought the 
game didn’t get a chance to read the manual 
before they left the store. The manual’s intro- 
duction practically admits that the game is 
incomplete when it says developing a game is 
like raising a child—at some point, you just 
have to put aside your own dreams and let 
them go. 

It looks like Sierra should go back to child- 
rearing camp. Keep up the straight talk. 

Dan W. Davies 
Salt Lake City, Utah 


Computer Ease, 

Not Computerese 

I found your Tech Shop feature “What’s in a 
Game?” (October 1994, page 102) very 
informative. Prior to reading it, I was not 
well versed on the litany of terms thrown 
around by gamers. I feel much more com- 
fortable cracking the obscure descriptions of 
games often found within the pages of many 
magazines and on game packaging. The 


Letters 


more I read your magazine, the more I see 
how complex games are becoming. It’s nice 


to find articles that help make sense of all the 


changes in plain English. 

I hope future issues have the same type of 
informative pieces that are not just geared 
toward the highly computer literate. 

Douglas Moffet 
San Francisco, California 


Director’s Chair 

I'm a big movie fan who has always loved 
making up different endings for movies. So 
when I discovered interactive movies for the 
computer—in which the player determines 
how the story unfolds by making different 
choices at various decision points—I knew I 
would love this type of game. 

Are these games being produced now and 
what titles are available? Also, what do they 
cost and where can I find them? 

Beatrice Donovan 
Address withheld 


Hyperbole Studios of Seattle, Mechadeus in 
San Francisco, and Trilobyte of Medford, 
Oregon, all specialize in cinematic adventure 
games, such as Quantum Gate, Critical 
Path, The Daedalus Encounter, The 7th 
Guest, and The 11th Hour. They all feature 
live actors, sophisticated production tech- 
niques, and multiple endings. Buy them 
at any software store for between $50 
and $100. —Ead. 


Whoops! 

In our review of Tune 1000’s Soft Karaoke 
for Windows (“Computer Karaoke,” 
October 1994, page 34), we printed an incor- 
rect number for the company’s order line. 
Those who want to croon like the King in the 
Heartbreak Hotel should call 800-363-8863. 


Got something you want to get off your chest? 
Do it! Write, fax, or e-mail us at: Letters to the 
Editor, c/o Electronic Entertainment, 951 
Mariner’s Island Blvd., Suite 700, San Mateo, 
CA 94404; fax: 415-349-7781; MCI ID: 619- 
7340; and CompuServe: 73361, 265. ‘=e 


GAMETEK CINEMA resaus SIX CULT CLASSIC MOVIES, METROPOLIS, ROBOTECH, R.G. VEDA, RERFER MADNESS, TROMA’S TOXIC AVENGER 1x0 CLASS OF NUKE EM HIGH 
iv DIGITAL VIDEO rronvceororYOUR MAC xo MPC CD-ROMce HOURS OF ENTERTAINMENT. sisoearcrnyc THE INTERACTIVE CULT MOVIE THEATRE OF THE ABSURD 
wim POINT AND CLICK SURPRISES icuvonvcPOPCORN, DRINKS, COMING ATTRACTIONS so PLAYABLE ARCADE GAMES. sow env AT COMPUTER STORES EVERYWHERE. 
os cuvette, wc GAMETEK is sREGISTERED TRADEMARK oe, ).E., INC. 25 ve inse racer avevtur, esis FOR MORE INFORMATION, CALL 1-800-GAMETEK. 
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DIGITAL MOVIES 


e love of - humihaging 
aAy skicker who 
ChallenGes your” 


You're takin’ shots at twilight and the 
legs Feel like rubber. Old rubber. Tryin’ 
to keep the cool through all the Fouls 
and the trash talk, ‘cause the rent’s 
on the line. And so is your name. But 
you can take these guys. You think. 


Sky 


ae 


company. 


Sex and Toads 
and Rock ’n’ Roll 


Looking for screen art guaranteed to offend 
half the people you know—but keep the 
other half constantly coming back to visit? 
Then take a peek at the MTV’s Beavis and 
Butt-head Multimedia Screen Saver and 
Playboy Multimedia Screen Saver from 
Sony Imagesoft. 

Beavis and Butt-head forces your com- 
puter to relax through the soothing refrains 
of videos by the likes of Prong and Alice 
Cooper, or recoil in terror from more than 
80 video clips of the antisocial adventures 
of MTV's favorite cartoon characters. 

If you’re into more adult entertainment, 
the Playboy screen saver lets you script 
together dozens of still and video images 
from the archives of America’s favorite 
“men’s entertainment” magazine. Go as 
bare as you dare, from bikini shots to noth- 
ing but nude. But if you value your reputa- 
tion with co-workers, you'd better keep this 
pair of screen savers at home. (Sony 
Imagesoft; 800-922-7669; not yet priced) 

—Christopher Lindquist 
Platform: Win CD 
Ship date: January 
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Whether your tastes run to beach 
bunnies or Butt-heads, there’s a 
Screen saver to suit your desires, 
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RON BATZDORFF/SHOOTING STAR 


Tickle your funny 

bone and get a 

i backstage look at stand-up comics 
with from Magnet- 
Interactive Studios. Comedians, which 
is based on the book by Arthur Grace, 
is likely to feature shtick from the best 
in the business: Robin Williams, 
Steven Wright, and Whoopi Goldberg, 
along with other chuckleheads. The 


disc lets you explore the inside of a 


h the world of stand-up co! 


finishes with a racy joke or wander 
backstage for interviews with the stars 
and their managers. (Magnet Inter- 
active Studios; 202-625-1111; $50) 

—Bill Meyer 


Platform: Win CD, Mac CD 
Ship date: February 


3-D comedy club or catch videos of 
comic routines. In the bathroom, for 
example, click on the condom 


machine to trigger a video routine that 


etn 


t's a long way from scribbling on your book covers in 

grade school to creating the next Doonesbury, but if 

you’re an aspiring cartoonist hankering for some 
inspiration check out 
from Byron Preiss Multimedia. The CD includes a 
Cartoon Kit with which Gary Larson w 
assemble drawings using predrawn pa 
Cartoon section also offers dozens of 
cartoons from scratch. If your artistic 
by such artists as Bob Mankoff, Mick 


Explore the the many facets of anima- 
I from primitive scribbles to 
tional success. 


‘ out more than 350 color cartoons 
r—all regular contributors to the New 

Street Journal. Don’t have an artis- 
tic bone in your body? Then cheat a little and pull up 
more than 60 fully animated cartoons for your multime- 
dia presentations. The disc also includes six cartoon 
screen savers designed to satisfy those who just can’t 
get enough ‘toon time. (Time Warner Interactive; 800- 
482-3766; $59.95) 


CS Sen the Mollimadia se 8 bw 
CARTOON STU 
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—James Daly 


oA 


First stop for a budding Gary 
Trudeau. 


Platform: Win CD, Mac CD 
Ship date: January 


Twist and Shout 


ven the coolest video can become a 
snore-fest once you’ve seen it for the 


gazillionth time. Or you can jump into 


the director’s chair and scramble your own 
videos with Gumbovision, a funky editing 
tool from Troon. Get ready for On The 
Charts: I.R.S. Records 1979-1994, which 
includes crisp pop videos from the Go-Go’s, 


Fine Young Cannibals, Concrete Blonde, 


Get gone-gone with Belinda Carlisle of 
the Go-Go’s and Gumbovision. 


and R.E.M, among others. Pop them on, crank them up and then give ’em a 


kick in the pants with editing tools like Whip, Smear, Spread, Flavor, and Bake. 


(Troon; 310-394-3946; $30) 


Platform: Win CD, Mac CD 
Ship date: January 


—James Daly 


Hi Ya, Maya 


re your kids feeling up to a bicycle trip through 

Mexico, Guatemala, Belize, and Honduras? 

Don’t worry if it sounds strenuous; the only 
equipment they'll need for this long journey is a 
modem. In February, logging into Prodigy or the 
Internet will let kids-and adventurous adults-take 
part in MayaQuest, a three-month bicycle expedi- 
tion designed to solve the mysterious decline of the 
great Mayan civilization during the ninth century. 

Adventurer-bicyclist Dan Buettner and his 
brother Steve, along with bicycling anthropolo- 
gists and a photographer, will base their expe- 
dition on what the people logging into Prodigy 
vote for. 

Along the way Buettner and company will 
update Prodigy users on their progress and ask 
what to do next-consult a Mayan expert, under- 
take a dig, or decipher some hieroglyphs. When 


MayaQuest is finished, MECC will use the 
team’s video and photographs to produce a 
learning adventure game. Look for the Maya- 
Quest CD in the fall of '95. (MECC; 800-685-6322; 


not yet priced) ~Christine Grech 


Platform: Win CD, Mac CD 
Ship date: Fall '95 


A Keyboard 
That Talks Back 


Your desktop is already cluttered with a 
CPU, monitor, keyboard, mouse, soft- 
ware, and who knows what else. So 
where do you put your multimedia 
speakers? Some companies attach 
them to the monitor; others to the CPU 
case. But Maxi Switch has teamed up 
with speaker maker Altec Lansing to put 
stereo sound literally at your fingertips. 
®The new Maxi So 


has been lengthened and deepened to 


und keyboard 


accommodate a pair of Altec Lansing 
high-fidelity stereo speakers. The sound 
is well directed, since you're usually fac- 
ing the keyboard, and the handy vertical 
slide volume control makes it easy to 
adjust without interrupting a furious 
round of Doom. Just below the space 
bar, an omni-directional microphone lets 
you speak naturally as you type. Just as 
important, the Maxi Sound uses a single 
cable for the keyboard, speaker, and 
microphone connections. (Maxi Switch; 
602-746-9378; $99) —Bill Meyer 


Platform: PC 
Ship date: January 
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Everyone wants something 
for nothing, but finding valuable 
things free on the Internet can 
take hours. Now Internet users 
can skip the boring research and 
go straight to the loot with Free 
$tuff on the Internet. The 
guide delivers step-by-step 
instructions on how to get thou- 
sands of dollars worth of valu- 
able goodies—from free samples 
of your favorite coffee to a pic- 
ture from the Hubble telescope. 
(The Coriolis Group; 800-41 0- 
0192; $19.99) 

Rock and rollers are going ga- 
ga over multimedia. Keep your 
eyes peeled for an upcoming 
screen saver featuring The 
Grateful Dead, due in the first 
quarter of ’95. (Jacob Multi- 
media; 415-922-4897; Win- 
dows/Mac; $40) 


Cool rockin’ Deadhead. 


Interactive Network (See 
“Game Show,” October 1994, 
page 52) is delaying the national 
launch of its subscription-based 
play-along television service until 
early this year. The company, 
based in San Jose, California, 
had originally planned to expand 
to some two dozen markets last 
fall, but it fell on tough financial 
times. However, in late Sep- 
tember IN officials said that two 
of its investors, General Electric’s 
NBC and Tele-Communications, 
along with new partners Motor- 
ola and Sprint, had ponied up 
more than $25 million in addi- 
tional financing. (Interactive 


continued on page 14 
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here’s no denying that 

games and multimedia 

titles that use MPEG- 
compressed video beat the 
standard tiny, jerky CD- 
ROM videos by a mile. But 
to get full-screen, full- 
motion video, you’ll still 
have to pay almost $400 for 
the necessary MPEG de- 
compression hardware— 
such as Sigma Designs’ 


ReelMagic card. 


Even the slickest 
virtual-reality set- 
ups leave out an 
essential element 
of human experi- 
ence: touch. You 
can see and hear, 
but there’s no way 
to reach out and 
touch someone. 


Enter C- 


Cube Microsystems, whose 
new PlayCD family of 
MPEG decompression chips 


perform as well for as much 


as 30 percent less than 
MPEG 
add-in cards for 
PCs. 


chips could even 


other 


The new 


But one new force-reflecting technology called the 


promises to change that. 


Developed by MIT graduate student Thomas Massie, the 
Phantom looks more like a dentist’s X-ray machine than a 
VR tool. The guts consist of two mechanical arms with a 
swiveling thimble at the end of each appendage. Place your 
thumb and forefinger in the thimbles, and you can feel, 
manipulate, and bump into objects displayed onscreen. 

The computer is programmed to reflect the application 
of varying degrees of force. If you touch an onscreen object 
at a certain force, the Phantom relays a corresponding 
reflection of pressure back to your hand. The system could 
duplicate the feeling of anything from pitching a fastball to 


firing a shotgun at overanxious aliens. 


No official Phantom games are yet in the works, but in 
the next few years Massie plans to develop a model for 


home use. 
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—Bill Meyer 


| be integrated into stan- 
dard audio CD players to 
allow playback of Video- 


| CDs, according to C-Cube. 


Such VideoCD players 
should arrive within weeks. 
(C-Cube Microsystems; 
408-944-6300) 
—Christopher Lindquist 


Scouring the ’Net 


One of the Internet’s many Catch-22s is 
that although there’s plenty of informa- 
tion, you have to know where to find it. 
So it’s worth finding your way to 
WEBster, a new biweekly electronic 
magazine focusing on 'Net news. The 
first issue has a review of the Mosaic 'Net 
interface, an interview with Internet patri- 
arch Vinton Cerf, and “The Fringe,” fea- 
turing offbeat stories on the multimedia 
shrine to Elvis and the online campaign 
against a certain smarmy purple dinosaur. 
The first half dozen issues are free, then 
it's $29 a year. (Taber-Griffin; 800-795- 
4472; tgc.com; $29 ayear) —Bill Meyer 


Platform: PC/Mac 
Ship date: January 


OGLE. 
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Ventana Prest Annum: 
A Sew Book by Garetn Drawers a 
eere from Ventana Medip: THE IHTERNET MEMBERSHIP EET psckage | 
For oumpite details fdet fit F001 


nee cenremmmacannen ——ememense" 1 THIS 15S TaeaA : 
exes, COMPUSERVE BUTS A LITTLE as ARCS 

pong MIRTUAL WORLD SERVER LELIVERS OUT OF WORLD 

pies CAR SHOPPING? STOP BY ROLLS ROYCE OP REVERLT HILLS 


HOTagt CAR SHOPPING? STOP BY ROLLS ROTCE OF BEVERLY HILLS 


Let WEBster help you make your way 
through the confusing tangle of 
the Internet. 


NV8YM ANOHLNV AS NOILVHLSNTH 


% 


he realms of Might and Magic are expanding! New lands 
have been discovered, and you must vie for their control 

against three other warlords. Now is the time to summon your 

heroes, recruit your armies and lead them to victory. Control 

every resource in your empire from your castles, docks and guilds 

_ to your archers, dragons and ogres. Keep a level head and an iron 

fist as you strive for total domination in the world of Heroes of | 
Might and Magic. 


Over two dozen different monster types 
Customizable computer opponents 
Dynamic musical score 

Intuitive point-n-click interface 
Exquisite SVGA Graphics 

Indefinitely replayable 


Available at your local software retailer or 
order direct from New World Computing at 
1-800-325-8898 (818-889-6070 

outside the U.S.), or by mail: 

P.O. Box 4302 Hollywood, CA 
90078-4302 
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Network; 800-544-2900) 

Sanyo Electric says that it 
has developed a “quadruple” 
high-density CD-ROM tech- 
nology capable of storing a full- 
length movie on a single disc. 
The new technology will let 
Sanyo produce a standard CD 
capable of playing back 135 
minutes of digital motion pic- 
tures. The current crop of CDs 
can store only about 74 min- 
utes’ worth of video. The new 
discs will have storage capacity 
of 2.5 gigabytes. The company 
says that it hopes to bring the 
discs to market by 1996. 
There’s only one catch: They 
may not be compatible with 
existing CD-ROM technology. 
(Sanyo; 818-998 7322; not yet 
priced) 

German- and French-speak- 
ing CompuServe users can now 
converse with English speakers— 
more or less—in the MacCIM 
forum, thanks to a multilingual 
machine translation. Mes- 
sages are picked up from the 
forum hourly and translated at a 
rate of up to 1,800 words per 
minute. Turnaround time de- 
pends on the number of mes- 
sages to be translated, but cur- 
rently it’s only a few minutes, 
CompuServe says. (Compu- 
Serve; 800-848-8799; PC/Mac, 
included in basic service) 

Warner Books and Time 
Warner Interactive say that they 
are joining forces for the simulta- 
neous creation and release of a 
CD-ROM game and novel. 
Mirage-the story of twin sisters 
reunited in virtual reality—is being 
written by F. Paul Wilson, author 
of The Select, and Matthew J. 
Costello, novelist and writer of 
the top-selling CD-ROM game 
The 7th Guest. The project is 
scheduled for fall 1995 release. 
(Time Warner Interactive; 800- 
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Star Talk with 
Grace Jones 


race Jones, the angular diva who made flat- 


top haircuts sexy, makes her CD-ROM 

debut in Take 2 Interactive’s new game 
Hell. The Jamaican-born actress, singer, and 
model portrays Solene Solux, the corrupt, 
androgynous leader of the Powerful Hand of 
God party in the year 2095. Electronic 
Entertainment contributing editor Don Steinberg 
caught up with Jones in a New York studio as 
she belted out some final audio tracks for the 
game—including a bit of evil laughter. 
E2: Are you into high tech? 

Grace Jones: I’m getting into it. I’m starting to 
do a lot with computers. Right now I’m working 
on putting my face into cartoons, into comic- 
book characters. You can take a photo, you can 
strip the background out, put a different back- 
ground in. 

E2: So you have a pretty good computer 
at home? 

GJ: Not at home. I go to Kinko’s. Like, the 
other night I was up until six in the morning at 
Kinko’s, working on taking different shots of my 
face and stripping it into, like, Prince Valiant. Just 
really having fun with it. 


Hollywood screenplay: 25,000 a 


Average in an interactive game: 


E2: Tell me about your role in Hell. 


GJ: I play the Imperator. I speak against evil, 
but I am evil. 1am God and Satan at the same time. 
It’s been very fun. The whole story is very interest- 
ing. Cyber, virtual hell. 

E2, Have you ever played a character this evil 
before? 

GJ: Oh yeah. Most of my roles. 

E2; But wait-weren't you a good guy in Conan 
the Destroyer? 

GJ: I was the good guy. But I still kicked ass. 

E?: Hell is interactive, and since you're evil in it, a 
player must be able to fight you... 

GJ: Yeah! 

E2: Cool. Can they, uh, kill you? 

GJ: Oh yeah, sure. 

E2:; Wow. So what do you do for an encore? 

GJ: They made Mario Brothers into a film. 
Now they’re making Mortal Kombat and Street 
Fighter into movies. It’s the normal way things are 
going. You know that the kids who are playing the 
game are going to see the movie. 

E2: So you’re thinking Hell might someday 
become a film? 

GJ: It could...yeah. I mean...[she lowers her 


voice] I’ve thought of that possibility. 


i, 


Average number of words in ‘ 
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50,000 to 60,000 
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ILLUSTRATION BY ANTHONY LUKBAN 


Talk about insane. We packed Cyclemania with over 400MB of treacherous road footage, put it on a CD-ROM and 
threw you in the middle of it all. You’ve got six screaming bikes to choose from and tons of obstacles like rocks, 
oncoming traffic, road pylons and guardrails to contend with. There are even different race and opposition levels to 
choose from. And when it comes to graphics, Cyclemania is about as advanced as it gets. We have technology that can 
actually scroll real road footage and synchronize it to the speed of your bike. Which, by the way, can reach 1GO MPH. 
(Watch out for cows.) As Computer Game Review puts it: “From a technical standpoint, this game is a winner. The 


digitized road footage looks stunning.” In other words, it’s as real as racing gets. Without that annoying death part. 


A RACING GAME BY SPORT ACCOLADE 


Cyclemania is a trademark of Accolade, Inc. and is licensed by Compro Games U.K., Ltd. Sport Accolade and the Sport Accolade logo are trademarks of Accolade, Inc. ©1994 Accolade, Inc. 
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482-3766; not yet priced) 

w@ A retrospective about the 
creation and social impact of 
Washington D.C.'s eloquent 
Vietnam War Memorial is due in 


ast spring, when the prospect of 


a strike seemed no more threat- 
ening than hiccups, we asked 


three computer baseball games to 


predict the outcome of the 1994 
season (“Batter Up,” April 1994, 
page 46). We ran a simulated sea- 
son to see how accurately Strategic 
Simulations’ Tony La Russa 
Baseball Il, Microleague Base- 
ball 4, and Lance Haffner Full 
Count Electronic Baseball could 


The Wall examines America’s 
most stirring war memorial. 


early '95 from Magnet Inter- 
active. The Wall: A Living Me- 


morial will explore the personal 
stories of some of the more than 
50,000 American soldiers lost in 
the Vietnam conflict—and of the 
families that mourn them. The 
title will bring together a 3-D 
model and still and video 
images of the wall, a database 
of the names etched into its 
glossy black marble, and 
images of the mementos left at 
the site, and personal items from 
families, friends, and surviving 
comrades. (Magnet Interactive; 
202-625-1111; Win CD/Mac 
CD, street price $40) 

m@ Heavy-metal mavens Cin- 
derella recently completed 
an audition for a new drum- 
mer, but only the computer 
savvy needed apply. Audi- 
tions were held on the 
CompuServe network, where 
would-be bongo beaters 
could download a 30-second 
sample of “Gypsy Road,” a 
song from the band’s Long 
Cold Winter album. After 
adding their own stick work, 
they sent a .WAV file back, 
where band members gave it 
the once over. The grand- 
prize winner will be flown to 
Cinderella's studio in Phila- 
delphia for a live audition. 
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model the real world. Sadly, all of the pre- 
dictions were nullified by a season cut short 
by greed. 

Nevertheless, we promised to come back 
and compare how well each game did. Even 
without the strike, their predictions were on 
pretty shaky ground. All three programs 
correctly named the White Sox as a division 
winner, but the only other correct call was 


Lance Haffner’s confidence in the Expos, 


who set the best record in baseball. On the 
other hand, that program also had the 
Yankees—finishing well below .500. (Tony 
La Russa Baseball II; Strategic Simulations; 
800-245-4525; DOS, $59.95; CD for DOS, 
$80. Microleague Baseball 4; Microleague 
Interactive Software; 800-334-6572; DOS, 
$19.95. Lance Haffner Full Count Baseball; 
Lance Haffner Games; 800-477-7032; 
DOS, $39.95) —Fredric Paul 


lirtual Ana 


Angel Studios promises to add a colorful 
edge to home computer games. 


Fans of the spectacular graphics in the movie The 
Lawnmower Man and in Peter Gabriel’s “Kiss That Frog” 
video take notice: Angel Studios, the company behind 
those awesome eye-catchers, has gone interactive. 
While Angel has been demonstrating its high-end VR 
games at trade shows, the slick effects are running on 
Silicon Graphics hardware costing upward of $250,000. 
To bring this big-ticket fun to the people, Angel plans to set 
up its software at theme parks and entertainment centers. 


It's reportedly working on lower-end games for home entertainment within reach of more modest 


pocketbooks, too. (Angel Studios; 619-929-0700) 


Platform: Windows, Mac 
Ship date: End of 1995 
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—Christopher Lindquist 
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Falcon Gold Flight Simulator 
lands the No. 9 spot for both 


(Broderbund 
-6263; Win 


PC Games and CD-ROM Titles 
this month. 


Space-survival 

well despite 

ugs and missing 

jerra On-Line; 800-757- 
$69.95) 


rgain-priced, ten- 7 


f games and mul- 


{ Myst Stunning visuals, haunting 
audio, and logical solutions keep this 
revolutionary game on your play list, 
enjoying its tenth month on the 
board. (Broderbund Software; 800- 
521-6263; Mac CD, $59.95) 


2 SimCity 2000 Build your city of the 
future with this improved version of 
the classic urban simulation game. 
After nine months it is still one of 


Police Quest: 
reports for duty in 
1 0 position on the list of 
best-selling CD-ROM titles. 


The Leader Board is a compilation of 
top-selling software in 1,300 retail 
stores for August, 1994. Some titles 
may appear in more than one catego- 
ry. Source: PC Data. 
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(LucasArts Entertainment; 800- 
782-7927; DOS CD/Mac CD, 
_ $63.95) 


timedia titles, including Doom, 
Episode 1; King’s Quest V; Time 
Man of the Year; and World Fact- 
Book. (Sirius Publishing; 800-247- 
0307; DOS CD/Win CD, $40) 


SimCity 2000 Build a city of the 
future with this improved version of 
the classic urban simulation game. 
(Maxis; 800-336-2947; DOS/ 
Windows, $54.95) 


The 7th Guest The ghost of 
Henry Stauf just won't go away in 
this realistic and haunting ‘drama. 
It’s been on the board for more 
than a year. (Virgin Interactive 
Entertainment; 800-874-4607; 
DOS CD, $99.99) 


Rebel Assault Intense 3-D 
graphics and furious action high- 
light this Star Wars adventure. 


the top Mac games. (Maxis; 800- 
336-2947; Mac, $54.95) 


Rebel Assault Intense 3-D 
graphics and action highlight this 
Star Wars adventure. (LucasArts 
Entertainment; 800-782-7927; 
Mac CD, $63.95) 


Links Pro Photo-realistic courses 
and players as well as humorous 


CD-ROM TITLES 


ight this Star Wars adventure. 


The 7th Guest The ghost of 
Henry Stauf just won't go away in 


this realistic and haunting drama. 
_ (Virgin Interactive Entertainment; 


800-874-4607; DOS CD/Mac 


~ CD/CD-i, $99.99) 


Microsoft Encarta Experience the 
world through video segments, 
audio clips, animation, and text 


in this high-tech encyclopedia. 


(Microsoft; 800-426-9400; Win 
CD/Mac CD, $139) 


Corel Gallery Ten thousand pieces 
of professional clip art on a single 


CD. (Corel; 800-772-6735; Win 


_ CD/Mac CD, $59) 


The best-selling PC, Mac, and CD-ROM entertainment software 


10 


10 


(LucasArts Entertainment; 800- 
782-7927; DOS CD, $63.95) 


Microsoft Flight Simulator 5.0 
Upgraded graphics and new fea- 
tures keep this hugely popular flight 
sim soaring high. (Microsoft; 800- 
426-9400; DOS, $64.95) 


Falcon Gold Flight Simulator 
Spectrum HoloByte’s Electronic 
Battlefield series on one disc, 
including Falcon 3.0, MiG 29, and 
Hornet Naval Strike Fighter. 
(Spectrum HoloByte; 800-695- 
4263; DOS CD, $69.95) 


X-Wing Help the rebels defeat 
the Empire in this space-flight sim- 
ulator enhanced with extensive 
Star Wars film footage. (LucasArts 
Entertainment; 800-782-7927; 
DOS, $55.95) 


sound bites highlight this ground- 
breaking golf game. (Access Software; 
800-793-0073; Mac, $49.95) 


Castles: Siege & Conquest Build 
castles, protect your fortifications 
and citizens, and play master of the 
realm in this medieval simulation. 
(Interplay Productions; 800-969- 
4263; Mac, street price $40) 


Microsoft Bookshelf A complete 
set of digital references, including 
American Heritage Dictionary, 
Columbia Book of Quotations, 
and Original Roget’s Thesaurus 
of Words and Phrases. (Microsoft; 
800-426-9400; Win CD/Mac 
CD, $69.95) 


Falcon Gold Flight Simulator 
Spectrum HoloByte’s Electronic 
Battlefield series on one disc, 
including Falcon 3.0, MiG 29, and 
Hornet Naval Strike Fighter. 
(Spectrum HoloByte; 800-695- 
4263; DOS CD, $69.95) 


Police Quest: Open Season 
Join former Los Angeles chief of 
police Daryl F. Gates on a hunt for a 
psychotic killer on the mean streets 
of LA. (Sierra On-Line; 800-757- 
7707; DOS CD, $54.95) 


MIRAGE TECHNOLOGIES PRESENTS 


(3) 
Where nothing is human, mercy is a foreign concept. At Electrocorp, 
the largest manufacturer of military and industrial robots, there are 
no humans. And when an evil virus infects, the robots begin their 
grisly uprising. There is only one way to end the rampant evil: send 
in an eliminator. You are selected. You are the Cyborg. You must 
destroy six robots, each equipped with more superior battle skills 
than the next. When the robots rise, there can be no mercy. 


Ultimate in 3-D graphics 
and animation 


First game with film-quality, 
controllable graphics 


is 


TIME WARNER 
Jeo-Ram\ PETE RACTIVE 


Visit your local retailer, or call 800-482-3766 to order. 


© 1994 Time Warner Interactive 


THE PRINCELESS BRIDE 


Multimedia Reviews 


Gateway 2000’s slick 
P5-60 multimedia PC 
has some hidden flaws. 
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Spotlight 


GATEWAY TO MULTIMEDIA 
aaa 


The Lights Are On, 


But No One’s Home 


Cs ateway 2000's dramatic growth from 
small-time clone maker to big-time 
PC vendor is certainly impressive. But that 
success has brought growing pains, and the 
company appears to be passing some of the 
twinges on to its customers. 

Gateway’s P5-60 desktop system has all 
the components to qualify for high-end mul- 
timedia status—a 60MHz Pentium processor, 


a NEC double-speed CD-ROM drive, pass- 
able Altec Lansing speakers (with an AC 
adapter), a crisp 15-inch Super VGA monitor, 
a 16-bit Sound Blaster-compatible sound 
card, a Cardinal 14.4-Kbps fax/modem, a 
730MB hard drive, 8MB RAM, a 32-bit PCI 
local-bus graphics accelerator, an all-Micro- 
soft bundle of multimedia titles and games, 
and even a cool-looking case. And all for less 
than $2,500! 

Unfortunately, some glitches arrived in 
the package, too. If you encounter them (as 
we did) don't look for help from Gateway’s 
tech support. No one ever seems to answer 
the phones. 

The first problem concerned available 
memory. Even after running DOS's Mem- 
Maker, the machine coughed up just 552KB 


of free conventional RAM when using 
expanded memory. (The total jumps to around 
600KB using only extended memory.) To get 
many games to run, you'll have to tweak the 
CONFIGSYS and AUTOEXEC.BAT files. 
Groan. Removing device drivers for the pro- 
grammable keyboard and laptop PC commu- 
nications software frees up a little more space 
for your memory-hungry titles. 

The sound card caused even bigger prob- 
lems. Gateway’s 16-bit sound card sings 
under Windows, but mysteriously clams up 
when you exit to DOS. The sound will work in 
DOS only if you haven't loaded Windows first. 
Since the system comes preconfigured to 
run Windows immediately on start-up, guess 
what...more tweaking. 

Our calls to Gateway’s technical support 
were greeted by an automated message 
service that advised us that all the support 
reps were busy and to use the fax-back ser- 
vice or call back later. (We couldn’t even 
leave a message.) 

The fax-back service's six-page catalog 
didn't list sound card problems, so we tried 
calling back—again and again and again. 
After more than a dozen tries over two days, 
we gave up. 

We finally reached a (non-technical) 
company spokesperson who acknowl- 
edged that some Gateway sound cards 
have problems releasing the sound driver 
once you exit Windows into DOS. The com- 
pany claims to be working on a more ele- 
gant solution to the problem, and has also 
revamped its technical-support system so 
that you can leave a message or wait for an 
available service representative. 

Until Gateway can resolve these prob- 
lems, only people willing to live with some 
hassles should consider this otherwise pow- 
erful and well-priced system. (Gateway 
2000; 800-846-2000; $2,499) 

—Christopher Lindquist 


Platform: Windows 
Rating: *« +*« + 
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COURT TO COURT ACTION 
ees ee ee 


Thump, Thump, 


Swish! 


rend-conscious fans who identify with 
the latest sneaker commercials may 
be a little disappointed in Microsoft Com- 
plete NBA Basketball. Instead of a fast- 
paced visit to a playoff game, it’s more like 


| pears at the peak oftes 
abilities When be reuened 


Career c Me “0 ar FF rf 
he a ee ee ee 


Complete NBA Basketball features bios of 
every player who ever wore an NBA uniform, 
including the controversial Bernard King. 

a nostalgic trip to the Hoops Hall of Fame 
with the emphasis on the historical and sta- 
tistical. On the other hand, those who've 
lived and loved the game and its personali- 
ties will delight in the comprehensive num- 
bers and commentary that track every play- 
er who's ever laced (or pumped) a sneaker 
in the National Basketball Association 
(NBA). You'll also find The New York 
Times’ list of top 100 people in the game, 


THE ARREST 


The program's abundant photos 
and video clips let you pore over the 
evidence again and again. 


: and Turner Home 
jou ever wanted to 
auch much more. The 
ictive Companion to 
the OJ. Simpson Trial 
employs every trick in the 
interactive book: over- 
dramatic introductory mu- 
sic, maps, close-up pho- 
tos of the bloody crime 
scene, and video footage 
of the slo-mo Bronco 
chase. 
more than an hour of CNN 
video—all in pursuit of 
morbid bad taste. There’s 
even a connection to 
CompuServe so you can 


published in 1991, 
the 100th anniver- 
sary of the game's 
invention. | Unfor- 
tunately, the title 
reflects the NBA 
bias and gives short 
shrift to the Ame- 
rican Basketball As- 
sociation (ABA). 
You get team 


histories and an al- 
manac of the league 
from 1946 to 1994. You'll wanna check out 
the seating charts for every arena in the 
league. 

Complete NBA Basketball largely 
ignores the college game, but it does carry 
stories on the other pro leagues, including 
the wild days of the ABA’s red, white, and 
blue ball. 

Like Microsoft Complete Baseball (see 
review September 1994, page 24), you can 
log into an online service to download the 
previous night's scores, stats, and stories. And 
like the baseball disc, you can’t mix and match 
the stats as you can in a true database. 

Complete NBA Basketball features 100 
film clips (admittedly short, grainy and jerky) 
and hundreds of audio sound bites that 
bring the game to life. Watch everything 


download the lat- 
est gossip from 
CNN’s O.J. forum— 
although the on- 
line component is 
completely unin- 
tegrated into the 
rest of the pro- 
gram. But despite 
some slick tech- 
nical tricks, the 
hastily produced 


In fact, there’s disc reeks of sen- 


Rating: « +« 


If basketball is your passion, Microsoft 


Complete NBA Baskethall is a slam dunk. 


from a masterful Abdul-Jabbar make a 
classic skyhook to a heroic Willis Reed drag 
himself onto the floor in Game 7 of the 
1970 finals. Listen as Kareem and Magic 
recall their first game together and get the 
inside story behind Marv Albert's, “Yes! And 
it counts.” 

There’s even a tough trivia quiz. The 
1,000-question game calculates your 
shooting percentage. Just like on the hard- 
wood, anything over 50% will silence the 
critics. Enjoy this sweet set shot from cor- 
ner court. (Microsoft; 800-426-9400; 
$49.95; $1.25 for each file downloaded 
from the online service) 

—Fredric Paul 
Platform: Win CD 


Rating: « *« + KK 
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¥. 
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The People vs. 0.J. Simpson gives detail-by- 
detail information on the most famous murder 
case in history. 


sationalism and tacky exploitation. (CNN Interactive/Turner Home 
Entertainment; 800-294-0022; street price $20) 


—Fredric Paul 


Platform: Win/Mac CD 
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very Seinfeld fan has a favorite 
bit—the puffy shirt, the Pez dis- 
penser, the Chinese restaurant. And, now 
you don't have to wait for Thursday nights 
to get your fix of Jerry and his friends. 
Byron Preiss Multimedia’s Seinfel 
en S ner boasts a 


Ay 


D 


What? You missed a “Seinfeld” 
episode! Consult the disc’s show 
catalog to find out the details. 


video collection of 100 highlights from 
the 1993-1994 season. You can 
browse for your favorites or string them 
together into a screen saver. There's 
also a basic desk calendar that plays a 
different video clip every day. It’s fun, but 
if you're actually trying to schedule 
appointments, it's doubtful you'll want to 
waste the time. 

If you simply can’t get enough of the 
Seinfeld gang , the form maker lets you 
create fax cover sheets, greeting cards, 
and stationery with snapshots from the 
show. There’s even a guide to all the 
episodes through last season, complete 
with a plot synopsis and the inside 
scoop on guest stars, writers, and direc- 
tors. Unfortunately, you can’t jump from 
the guide directly to a video clip of the 
episode. (Time Warner Interactive; 800- 
482-3766; $39.95) —Christine Grech 


Platform: Win CD 
Rating: 
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’m good and ready 


The Personal 
Touch 


ant to turn your PC into Obi-Wan 

Kenobi from Star Wars? Hank- 
erin’ to hang out in virtual reality with the 
Lawnmower Man? Or want Windows to 
sign off with Arnold’s classic “Hasta la vista, 
baby!” from Terminator 2? 


Three new computer personalization 
CD-ROMs from Sound Source Interactive 
will do just that. 

The Star Wars Personal Multimedia 
Collection and the Lawnmower Man 
Virtual Reality Multimedia Collection 
go beyond simple sound clips to assign 


short videos to various actions you exe- 
cute on your system. Closing an applica- 
tion, for example, can bring up a clip of the 
Death Star blast- 
ing Alderaan into 
bite-size chunks. 
Or watch Cy- 
berJobe’s virtu- ae 
al hand moving 
through cyber- 
space every time 
you empty the 
trash can. 
Terminator 2 
Personal Muliti- 
media Collec- 
tion lacks video 
clips, but in- 
cludes the awesome Terminator Factory 
and some truly incredible wallpaper. 
Arnold fans can watch an army of 
Terminators being assembled piece by 
piece by a construction robot. The Skynet 
Clock, meanwhile, gives you the times 
around the world (with haunting asides 
from the Terminator and his companion, 
Sarah Conner). There’s even a bonus 
screen saver. (Sound Source Interactive; 
800-877-4778; $39.95 each) —Joel Enos 


Platform: Mac/Win CD 
Ratings: 
Lawnmower Man 
Star Wars 
T2 


BCREEN BSAVER 


: if — Meet Mutt. He's grouchy. He's grumpy. But hey, let’s face it, a little time in the underworld can make anyone a little edgy. And 
ifi IVIL 


now Mutt has a problem. You see, he was chosen to get the Mystical Pizza of Plenty for his friends. And with all due respect to 


the eternally damned, the service in the underworld really sucks. In “Litil Divil’ you can help Mutt as he makes his way through five soul-repenting 
levels in the Labyrinth of Chaos. Along the way you'll encounter gigantic spiders, demonic fish, and a few other things your priest never warned you 


about. All in a search for a double pepperoni with cheese. A few hours with Mutt, and you'll really appreciate that 30-minute-free-delivery thing. 


PC CD-ROM cS] EP | PC Floppy 


Optional Digital Video Cartridge required for CD-i. Litil Divil™ © 1993 Gremlin Graphics Software Limited. We apologize to anyone whose name actually is Mutt or, for that matter, any fire-spitting demons we may have offended. © 1994 Philips Media. All rights reserved. 


PHILIPS MEDIA 
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ill Gates may still hold the title of 
eS Uber Geek, but Dilbert, syndicated 
funny pages superstar, created by systems 
analyst Scott Adams, is hot on his trail. 


Now, Dilbert and his pals Dogbert and 


Ratbert take their inspired satire of corpo- 


Dogbert delights in some serious lawyer bash- 
ing in the Dilbert Screen Saver Collection. 


rate life and computer culture to Mr. Bill's 
home turf with the 


1 from Delrina. 
Watch Dilbert at work, see Ratbert at play, 


stand in awe as Saint Dogbert does battle 
with the demons of stupidity. Don’t expect to 
hear them speak, though. In fact, don't 
expect to hear much of anything. While the 
16 animated modules are classic Dilbert, the 
saver could have used more lavish sound. 
Still, the Dilbert Screen Saver Collection is a 
must have for true fans. (Delrina; 800-268- 


6082; $29) —Christopher Lindquist 


Platform: Win/Mac 
Rating: 
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f you’ve ever had 

an aquarium, you 
know how easy it is 
to get attached to 
your little finned 
friends. It’s exciting: 
when your fish have 
babies, and heart- 
breaking when you 
find one floating 
lifelessly at the top 
of the tank. Aqua: 
zone can make 
you feel the same 
when you look at your computer screen. 

Developed by 9003 inc. and published 
by Tecsys Computers, Aquazone lets 
you tend and breed tropical fish without 
the bother or the smell of a real aquari- 
um. The program comes with a fully 
assembled sample tank, or lets you 
build your own. You get several species 
of virtual plants, gravel, other acces- 
sories, and of course, fish. Three floppy 
disks hold an assortment of 40 Neon 
Tetra and Leopard Catfish. Disks con- 
taining more fish and plant species are 
being translated from Japanese and will 
be available soon for $17 each. 

Choose the fish you want to add. 
Then watch them swim spontaneously 
around the tank, hide in the plants, inter- 
act with each other, and even rush to the 


he basic premise of Hartwick 
Press’ 


you can unlock the entire boo 


Electronic 

is to 
give you mail-order access to the full text of 
103 books. Once you obtain a special code, 
and read it from 
the disc. Unfortunately, the Bookstore’s inter- 
face is kludgy, the interactivity is limited, and 
the read option uses an incredibly grating syn- 
thesized voice to read you excerpts from the 


surface when you 
feed them, either 
manually or via the 
autofeeder. The 
sound of the filter 
gurgling in the 
background is truly 
soothing. 

Just as in a real 
aquarium, you have 
to properly care for 
your virtual pets. 
Under the _ right 
conditions, they 

grow, mate, and produce babies. 
Forget to feed them, overclean the fil- 
ter, or incorrectly adjust the chemical 
balance, and they get sick and die. You 
can attempt to cure your ill charges by 
moving them to a separate tank and 
treating them with the included med- 
ication. A pulldown menu lists all the 
vital statistics. 

The program makes it easy to bond 
with the little electronic critters, but don’t 
get too emotional. Even virtual fish don’t 
live forever. Aquazone is currently only 
available for Macintosh but a Windows 
version will ship in February. (Tecsys 
Computer; 714-955-4968; $79) 

—Ann M. Marcus 


Platform: ETH 


Rating: & 


3 May. Bistriz.- Left Munich at 8:35 


PM, on Ist May, arriving at Vienna 
/ early next mening: shea have arrived 
Bak a wa ie 


featured books. (Hartwick Electronic Press; nal 

* = 7. dicc j Yo Sige | feared to go very far 
800-437-4037; disc is free, $5 for one book's beer arent 
access code, $10 for three) —Joel Enos Chapter 1 


Platform: Win CD 
Rating: 


The MultiMedia Bookstore’s monotonous 
narration could drive you to do things even 
Bram Stoker’s Dracula never imagined. 


FULL VERSION CD- 


Jumpstart 
Your Child's 
Education ey 


Reading, Spelling; History, 
Language Skills; Music, 
Singing and more in: 

Six Hun-Filled CD-ROMs, 
All'Six: CD-ROMS at 
One Affordable Price! 


1 


Mammoth 
Proportions | 


jow many woolly mammoths does it 
 Bitake to change a light bulb? Actually 
none, but it's nice to have one around when 
you're explaining how light bulbs work. In 
fact, the fuzzy mascot from David Macaulay's 


7 ‘7 
Epc t court othe 
tweet By Bre, 4 
arm Ay Lobe tert ee 


your toilet works—or 


ax wonder how > 
ur drill, or your camera: 


best-selling coffee-table 
book The Way Things 
Work makes regular ap- 
pearances throughout the 
elaborately illustrated scre- 
ens of DK Multimedia’s 
new CD-ROM version of 
the book. 

Like the book, The Way Things Work 
CD-ROM provides unique illustrations that 
explain the workings of 200 contraptions— 
from salad spinners and bathroom scales, 
to astronaut-maneuvering units to comput- 
ers. Another section reveals the inside story 
on 22 scientific principles—such as electro- 
magnetism and inclined planes. The addi- 
tion of multimedia means lots of fun anima- 
tions, great sound effects, and easy access 
to related topics. 

The History section gives some perspec- 
tive on how all this scientific stuff fits 


9s 


are incredibly versatile and can be adapted to 
perform many different tasks. This capability 
has nade computers useful in almost every 
area of human activity, 


SBE- PRINCIPLES OF SCIENCE “QB 
COMPUTERS 
Cy TERS are information-processing 


_sinachines. They receive, stare, process, 
and output information. Computers 


together by relying on a timeline that 
extends from Antiquity (7000 B.C.) to the 
Silicon Age (1984). The Inventors section 
is a scrapbook of biographical info on great 
scientists the world has known. 

Even if you're not the scientific type, The 
Way Things Work is a fun and fascinating 
(but pricey) addition to your multimedia 
library. A Macintosh version is slated for 
early 1995. (DK Multimedia; 800-225- 
3362; $99.95) —Christine Grech 


Platform: Win CD 
Rating: 


Advertisement 


Ou casino game IS SO realistic you'd expect 
an Elvis impersonator to walk INtO your room. 


Double, Double, 
Toil and Trouble 


or most people, Shakespeare is about as enter- 

taining as long division. But a pair of new multi- 
media Macbeth titles promise to bring some life to the 
dusty bard by letting you recite the famous lines along 
with real actors. 

Voyager’s Mac-based Macbeth and IBM Multi- 
media Publishing Studio’s Karaoke Shakespeare 
Macbeth for the PC take vastly different approaches, 
but both apply the karaoke concept to let you pretend 
to be a distinguished thespian. 

Voyager's disc is by far the more serious and com- 
plex offering. In addition to letting you read along in any 
part, it offers (tiny) video clips of three films based on the play— 
Orson Welles’ 1948 treatment, Akira Kurosawa’s 1958 Samurai 
adaptation Throne of Blood, and Roman Polanski’s controversial 
1971 version—and uses hypertext links to let you explore the 
script. Forget the tedium of matching footnotes with their sources 
or rummaging through an Elizabethan dictionary midway through 
a scene. Simply click on any underlined word to bring up its 
Oxford English Dictionary definition. 

You also get expert commentary by UCLA English professors 
David S. Rodes and A.R. Braunmuller, including the scholarly debate 
over who wrote Macbeth. Learn about witches in Shakespeare’s 


“Fair is Foul and Foul is Fair.” The Witches 
from Act 1, Scene 1 of Roman Polanski’s 1971 
film version of Macbeth. 


day or dip a toe into arcane concepts like intertextuality and semi- 
otics. A gallery shows images from famous performances, in- 
cluding Sir Laurence Olivier and Vivian Leigh. There is even an 
audio performance of the 
play by the Royal Shakes- 
peare Company. 

Karaoke Shakespeare, 
has no such intellectual 
pretensions. Choose the 
character and scene you 
want to play, adjust the 
speed of the performance, 
and become the great actor 
you always knew you could 
be. If you need inspiration, a 
Notes section supplies 
background on each scene. 
Up to ten players can act up a storm together. 

So, if you’re a serious Shakespeare student or you just like 
hamming it up for your friends, these discs hit the “damned 
spot.” (Macbeth; Voyager; 800-446-2001; $49.95. Karaoke 
Shakespeare Macbeth; IBM Multimedia Publishing Studio; 
800-898-8842; $32.95) —Joel Enos 


tesmothered in zurmisa, and nothing is. 
But what it not 
sanigura 


sapk enraptured 


entranced, 
‘Look how our partir’ rape 
nagoern say Nain 
H chance w4 stieaovement, prvchance fy Grape ern 
Wichow my ii ort. hints wt hezeoan 
ane ba 
New honors come apan hi 
Like our strange garments, sleaze Wot to thelr p 
+ But with the abd of wae. 


ee 
Platform: DOS CD 
Vag oc) 
Platform: Mac CD 


Rating: wv 
Rating: = § 


Advertisement 


Thank God it’s only a game. 


features. More authentic action than any other casino simulation. It’s such a slick, artificial, 
surreal chunk of Vegas, even this guy would approve. Available on IBM CD-ROM. 
CoC 2Ob Se 165900 © (800)468-7226 * BBS(Z05)47)-8967 


Casino Tournament of Champions, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged. 


New Casino Tournament of Champions. In The Next Move™ Series. More games. More 


Spotlight 


FANTASTIC VOYAGE 


Corpus Electronicus 


hink your computer is complicated? PCs are simple compared 
to the really complex machines that operate them: humans. 

A pair of new CD-ROMs uses the power of technology to demon- 
strate the wonder and complexity of the human body, with beautifully 
rendered medical diagrams, narrated explanations of the body, a text- 
book of terms, and a panoply of user-friendly design elements. 

The big difference between A.D.A.M. The Inside Story and The 
Ultimate Human Body is that ADAM. sweetens its prescription 
with a generous dose of humor, while The Ultimate Human Body 

g takes a more serious approach. 

A.D.A.M, short for Animated 
Dissection of Anatomy for Me- 
dicine, will make you laugh 
while you enjoy a fascinating 
under-the-skin look at what 


Check out The Ultimate Human 
Body...no not Heather Locklear's! 


Multimedia Reviews 


Bopy MACHINE 


Angee tien 
Booy Macunre 


lalla 


Baier 


makes you tick. Simply click the mouse paetore of the bod 
97 layers. Clicking on most central ofgans, such as the heart, 
brings up individual diagrams with terms, illustrations, and narration. 
Your hosts Adam and Eve take you on an entertaining tour of the 
12 body systems. Each trip starts with an engaging personal exchange. 
For example, the Respiratory System begins with Adam watching his 
favorite Maharishi conduct breathing exereises a and then chatting about. 
it with Eve. (ADAM. Software; 800-408-2826; $79.95) ' 
The Ultimate Human Body is divided into three sections: Body \ 
Machine, Body Organs, and Body Systems. As)\ you investigate each ~ 
section, the program's creative interface splits the screen vertically. On 
the right is a diagram of the body part you're exploring, on the left is 
the section diagram and shaves that help you navigate 
through the program. The sections are hyperlinked together to quick- 
ly answer your questions. Click on the “Find Out More” button to find - 
related subjects complete with audio “and animations. 
The Body Machine section can answer such questions as: Why 
do we blink?, How do your joints move?, and. How often does your 
heart beat? Some screens, however, are text- a and lack narra- 
tion. (DK Multimedia; 800-225-3362; $79.95} hi Meyer 


Rating: r KK 2 
Rating: | KK * 


A.D.A.M. 

Platform: Win CD/Mac CD 
Ultimate Human Body 
Platform: Win CD 


Advertisement 


Mayo Cunic 


FAMILY HEALTH BOOK 


What can an ultrasound 
reveal about my baby? 


Maye CLuNic 


FAMILY PHARMACIST 


What side sees are possible 
with my over-the-counter 
cold medicine? 


Health 
Questions. 


CD-ROM 
swers. 


Presenting the Mayo Clinic Health Library — four 
CD-ROM titles packed with important information 
about your health. These highly interactive 
CD-ROMs feature exciting video, 3D animations, 
informative text and expert advice. Best of all, each 

title is extremely easy to use. So i 
health questions, go to the one place with the 
CD-ROM answers — the Mayo Clinic Health Library. 


See your favorite software retailer 
or call (800) 432-1332, Dept.318. 


W 


IVI PUBLISHING 


Mayo Cunic 


‘THE TOTAL HEART 


How do the heart's 
valves work? 


Mave C1 


SPORTS HE au H 1& FITNESS 


He 


you've got 


What's the best fitness 
program for me? 


© 1994, IVI Publishing, Inc. All rights reserved. Mayo Clinic is a registered mark of Mayo Foundation. 


Inside Frank 
Lioyd Wright 


rank Lloyd Wright remains the 
most famous architect in the 
world, but few people have 
actually been inside one of his 
creations. The Ultimate Frank 
Lloyd Wright, America’s Archi- 
tect CD-ROM lets you enter not 


only his buildings, but his life, 


Building, and the Ennis-Brown House. 
If you crave something more creative, 
click and drag various geometric 
shapes to develop your own Wright- 
like structure in Modeling Wright. 
Structural Elements provides you 


als, forms, and patterns. In Life & 
Times, a clever multimedia timeline 
offers details on Wright’s early days, 
his architectural influences and con- 
temporaries, and his most important 
achievements. 

Beyond its fascinating sub- 
ject, what makes the disc so 
special is how it opens the 
doors to the Wrightian way of 
seeing—a world in which 
everything fits together seam- 


lessly in service to a unified 
goal. Created for Microsoft by 
Byron Preiss Multimedia, The 
Ultimate Frank Lloyd Wright 
is the kind of multimedia 
project even the notoriously 
picky Wright would have 
enjoyed. (Microsoft/Byron 
Preiss; 800-426-9400; $60) 
—Fredric Paul. 


times, and ideas, as well. 

This gorgeous title opens with 
a menu patterned after one of 
Wright's stained-glass window 
designs and delicate music 
lends an uncommon elegance 
to the experience. 

There’s material on seven of 
Wright’s many projects in the 
Library. You can pore over hun- 
dreds of photos in Wright 
Works, or take a virtual Walking Tour 
inside the Robie House, the Larkin 


| MIGHCHAIR 
Frank Lloyd Wright House 
‘Oak Park, Wlinols ( 1889) 


mn 1895, Wright added a play- 
room, a dining room and a 
| kitchen to his Oak Park home to 
accommodate his growing family | 
of six chikiren, this chair, for his 
1 David, is Wright’s only knows | 
highchair design, dating ta 1902. 


Wright did more than design buildings. He also created 
exquisite furniture. 


Platform: Win CD 
Rating: *« *« *« + 


with insights into Wright’s design phi- 
losophy and his favorite sites, materi- 


Advertisement 


Download a free games preview, 


Be one of the first to preview Capstone’s Next Move™ games induding Casino Tournament of Champions, Ultimate Backgammon 
and Anyone For Cards? It's free through America On-Line, keyword “Capstone’; Software Creations BBS (508) 365-2359, 2400 Baud * 
(508) 368-7139, US. Robotics * (508) 365-9352, |4.4-288K; or simply call our BBS at (305)374-6872. 


or get The Next Move™ preview CD for $1.95, 


May we suggest you take a test drive before you purchase gaming-simulation software. Visit your local software retailer while 
supplies last. Included with the IBM CD is a coupon good for $10 off the price of Capstone’s Casino Tournament of Champions. 


and get a chance to win a free trip to Las Vegas. 


Don't forget to enter Capstone’s “Make The Next Move™ Sweepstakes.” You could win a trip to Las Vegas. See store 


display for details. 
i a? . 
; 4 & on zz 
; } ag ¢ Bessy 
oo ' foaeEeeny 
(| me. a4] it Sd Capstone™ 
BridgeMaster Ultimate Casino Tournament Grandmaster Anyone For Cards? ee eis 


Championship Edition Backgammon of Champions Championship Chess 


All titles, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged, 
To enter send a 3” X 5” card with your name and address to: Capstone’s “Make The Next Move’ Sweepstakes,” P.O. Box 4058, 
Marblehead, MA 01947. All entries must be postmarked by March 31,1995. No purchase necessary. Void where prohibited by law. 


Jearning’s this much 


Introducing entertainment software that actually teaches kids 


\\ | ly Having been raised by television, it’s probably no surprise that our CD ROMs (PC and Macintosh) with exciting new concepts, 
our generation can 't seem to get much beyond the flashing animation, sound and digitized video. Then we added a friendly 
“12:00” ona VCR. Mt GIE, we thought our kids deserved better. point-and-click interface and a casf of characters that will 


A lot better. Like characters you can interact with, encourage your child every step of the way. 


rather than just stare at. And story lines that aren't Whether your kids are touring the oceans with Vitsie” or 

} recycled like an old re-run. playing a junior detective in our Lost & Found” series, 
. Introducing Interactive Toys, designed specifically for the Interactive Toys are designed for maximum playability, with 
inquisitive ages of 3 to 9. Starting from scratch, we've loaded hundreds of game variations to explore. Best of all, kids get to 


“There is a nominal charge for shipping and handling, ©1994 GTE Vantage Incorporated. All rights reserved. Vitsie is a trademark of Steve Lomas. Macintosh is a registered trademark of Apple Computer, Inc. 


Let's Visit the Ocean a 
: " 


: something along the way, 


For Parents Only 


_ . 


edutdinMent 


NO SMALL AFFAIR 


George Shrinks 


he popular children’s story 

gets the interactive treatment from Harper- 
Collins. This illustrated William Joyce tale tells 
of a young boy who wakes 


kids’ books. The program's whimsical 
tunes, though, won't disappoint. 
George Shrinks is for ages 3 to 7. 
up to find that he’s small- Prereaders can have the computer 
er than he was when read to them, while older kids can read 
he went to sleep. The fun and explore on their 
begins when diminutive own. HarperCollins 
_ George tries to go about also includes a mini- 
his regular chores—how book of George 
will he make a bed that's Shrinks. (Harper- 
' as big as a football field or Collins Interactive; 
take a bath in a tub the size of 800-424-6234; 
Lake Superior? $39.95) 
Each of the 15 beautifully illustrated pages features —Christine Grech 
hidden animations and songs. Joyce's illustrations are so 


stunning that they don’t need added razzle-dazzle, but the Platform: 
humor will be a big hit with kids. They'll only wish there Win/Mac CD 
were more interactive elements—on some pages they'll Rating: 


discover only two or three, fewer than in most interactive 


Can You Spell F-U-N? 


With a name like My First Incredible Amazing Dictionary, this Windows 
CD-ROM from DK Multimedia had better be good. And it is! 

Your kids won't think of this electronic dictionary as a mere reference 
tool. It’s a fun place to learn about new words and ideas, with more than 
1,000 illustrations and audio-annotated definitions. 

Kids will find it easy to get around by pointing and clicking on the letters 
of the alphabet. Each word has a photograph or illustration along with its 
text definition. Click on the word to hear it pronounced, click on the picture 
to see a fun animation, or click 

on an icon to hear the defini- 
tion read aloud. Additional 
icons let kids explore related 


nces and 


My First Incredible Amazing Dictionary pronou 
defines 1,000 words. 


alternative meanings, and th 
ed for children 3 to 7, but it extends its ap 


Kids can also explore word 


:WintD Rating: « « *« *« Such as opposites, 


relationships, 
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How to save $190 
on a game that 
costs $85. 


Without realizing it, you probably 
spend more money on batteries than you 
spent on the video game itself. — 

So it pays to switch to Rayovac 
Renewal — the only alkaline batteries 
created to be reusable, 25 times or more. 

Don’t confuse Renewal with 
yesterday's rechargeables. Renewal 


©1994 Rayovac Corporation 


REUS: REUS/ REUS/ REUSABLE A 


Batteries 


FOUR 
SIZE 


MADE 
iN 


USA 


batteries are totally different. They're 
alkalines so you get more power — more 
play time — from each charge. And the 
Renewal Power Station™ makes charging 
hassle-free. 

Who knows? With the money you save 
on batteries* you could buy something 
your kids actually need. Smart Move 


® 


RAYOV: 
RENEWAL. 


REUSABLE ALKALINE.. 


Call 1800-237-7000 for more information. 


*Savings depend on your device and how you use it. Frequent charging maximizes savings. 


MAIL-IN REBATE | EXPIRES FEB 28, 1995 rz . 
Save $10 to start ENEWAL. 


Get $10 back by mail on your purchase of any Renewal Power Station and 3 packages 
of any Renewal batteries. 


To receive your rebate, enclose dated cash register receipt with purchase price circled, 
and proof of purchase (1 Power Station and 3 battery card UPC symbols and numbers). 


Mail to: Name 

Renewal Rebate Offer 

Dept. EE-02 Address 

P.O. Box 7237 

Osseo, MIN 55569-7237 City State Zip 


Only this official form and original UPC and original cash register receipt accepted, no facsimiles. Offer good only in U.S.A., void 
where prohibited, taxed or restricted by law. Mail-in offer only, not for store redemption. Offer is limited to one response per family, 
group, organization or mailing address. P.O. boxes without street addresses will not qualify as mailing addresses. Multiple 
submissions will not be acknowledged. Request must be postmarked by Feb 28, 1995. Limit: 1 rebate per mailing address. 


Lost in Space? Kids can use 
‘the magnifier to zero in on the | 


PUZZLE FUN 
correct location. 


For Parents Only 


f your kids like to play hide-and-seek, then 
from GTE Interactive Media is sure to be a hit. 

Each CD-ROM in the three-volume set features 12 the- 
matic scenes, which kids (ages 3 to 6) can search to locate 
specific ob- 
jects. The con- 
cept resem- 
bles Where’s Waldo? _ toy is: “All these lobsters in a line; Can you pick the greenest kind?” 
but with less detail, and — For kids who need extra help, the flashlight tool narrows down the 
occasional photos in- search area and the magnifier tool zooms in on the scene. 
stead of illustrations. Kids can play each scene through or return to their favorites to 

Each scene comes _ find a new set of objects and clues from the 40 or so available in 
with an audio poem each scene. For a fun twist, a puzzle interface plays loud rock music 
that provides clues for when the mouse passes over each piece. (GTE Interactive Media; 
finding each object. For 800-483-8632; street price $29.95 each) —Christine Grech 
example, in Tub Toy 
Fun, the clue for select- Platform: Win/Mac CD 
ing a particular bathtub (Rating: 


Players must deal with some real fruits in Tutti Frutti, 


Young virtuosos can compose ear- 
piercing tunes with the game’s musical | 


puzzle interface. 


File Edit Options Effects 


‘4 2. Every picture tells a story, and your kids can spin even more reenees 
ones with the wacky characters and scenes they create in Aldus’s A 


r. This painting and drawing program for kids - 
to 14 features more than 200 stamps, eight back- 
grounds, and a slew of professional-quality drawing 
tools—more than enough to inspire any child’s creativity. 

Young artists begin by choosing from a selection of backgrounds such as Aqua World, Fashion 
World, and Future World. They can also start with a blank screen. The next step is to use the vast 
collection of stamps to assemble zany characters—choosing different arms, legs, torsos, bulging 
eyeballs, fins, fangs, and tails. Finally, artists dress up these crazy characters with funky hats, 
groovy pants, and other fashionable garb. Art Explorer lets youngsters embellish their scenes by 
painting, drawing, or splattering color from a palette of 256 shades, 54 blends, and 42 textures. 

Art Explorer isn’t merely child’s play, though. The artist’s tools in Art Explorer let kids achieve 
the same high-quality results as are possible in Aldus’s best-selling grown-up paint program, 
Super Paint. If a creature’s feet are out of proportion with its body, for example, kids can use 
Expert Transformation to stretch or rotate the appendages for a better fit. 

Art Explorer encourages kids to think outside the lines, and its full set of features gives them room to grow. 
(Aldus Consumer Division; 800-888-6293; approximately $45) —Cindy Penrose 


Platform: Mac Rating: 
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WATCH YOUR STEP 


Nionker Business 


ust because a publisher can produce high-quality, 

affordable books doesn’t mean it can also create 
great software. Western Publishing, the company 
behind the Golden Books line of children’s books, has 
created several new programs based on its Step 
Ahead line of workbooks. Both Monker’s Spelling 
Submarine and Monker’s Math Magic, for the 6- 
to-8-year-old set, star a blue critter named Monker. 

The titles feature just two learning activities each. In 
Monker's Spelling Submarine, kids click around the 
sub to discover a few simple animations or to get to 
the activities. A fill-in-the-missing-letters drill shares 
space with a boat game in which players build 
rhyming words by finding the correct letters in a maze. 
The activities are appropriately simple, but the graph- 
ics are unnecessarily basic as well. The characters 
and their environment are flat and lack the detail that 
you'll find in most kids’ software. 

Similarly, Monker’s Math Magic features a math- 
machine game that rewards players for giving correct 
answers to math problems. Kids can also play a maze 
game here. 

The products are certainly affordable at $20 each, 
but with the Western Publishing name on the box, we 
expected a higher-quality product. (Western Publish- 
ing; 414-631-1898; street price $20 each) 

—Christine Grech 


Platform: Windows 
Rating: 


New and 
Improved 


e Computer storybooks and 
reading programs are a dime a 
dozen, but here's a first: a pro- 
gram that introduces kids to the 
art of storytelling. What's My 
Story from Digital Pictures is a 
computer storyteller and a teacher 
of the oral tradition. 

Professional storyteller jill Wright 
narrates video stories based on 
classic tales. She also encourages 
kids to create their own stories by 
guiding them through the process 
of selecting video clips (from nearly 
700 choices) and weaving together 
an original tale. Young orators can 


What’s My Story encourages kids to 
create their own narrated video stories. 


also add music and other audio 
effects and even record their narra- 
tion if they have a microphone 
handy. Look for What’s My Story in 
time for the holidays. (Digital 
Pictures; 415-345-5300; Mac CD, 
street price $35) 


e Young fans of the PBS 
“Ghostwriter” series will be fas- 
cinated by The Case of the 
Blue Makva. A collaboration 
between the Children’s Tele- 
vision Workshop and Microsoft, 
this add-on to Creative Writer is a 
mystery series featuring the 
“Ghostwriter” characters. 

Using the floppy-based or CD 
version of Creative Writer, kids open 
up the ten mysteries and start 
sleuthing. They create a casebook 
to keep track of clues. Goodies like 
secret codes and invisible ink help 
them uncover the real identity of the 
Blue Makva. The product also pro- 
vides suggestions for related activi- 


eter 6 : Bact mic) a A 
Buy a copy of A Party at Crawdad Creek, 
and your favorite school gets one too. 


ties that kids can pursue in Creative 
Writer. (Microsoft; 800-426-9400; 
Windows/Mac, $19.95) 


e Preschoolers are invited to attend 
A Party at Crawdad Creek, an 
early-learning program from Soft- 
ware Sorcery. Frisko Fox and the 
other forest critters prepare for a 
big bash; kids can help Frisko by 
sorting numbers and objects and 
selecting and matching colors. 

A Party at Crawdad Creek is 
the first in Software Sorcery’s 
Forest Tales series. And if you 
buy a copy before January 31, 
1995, the company will donate a 
copy to the school of your choice. 
(Software Sorcery; 800-541- 
4489; Win CD, $49.95) 


e Remember Colorforms, those 
intriguing, colorful plastic stick-ons 
you played with as a kid? Well, 
Colorforms is now available on the 


CIE Ge Pm a= ta Raed 


Colorforms go digital: Young artists can 
create pictures by combining shapes 
and figures against backgrounds. 


computer for your kids. My First 
Colorforms and the Colorforms 
Computer Fun Set let children 
combine colorful shapes and fig- 
ures to create pictures. And youthful 
artists can even experiment with a 
sample of the old-fashioned, low- 
tech plastic Colorforms that are 
included in the package and stick to 
the box’s specially coated inside 
flap. (Gryphon Software; 800-795- 
0981; Windows/Mac, $49) 
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pps Look for free Topps Premier Hockey Cards inside each package of ESPN National Hockey Night on Sega CD. 


. ESPN National Hockey Night is distributed by Sony Imagesoft, 2400 Broadway, Suite 550, Santa Monica, CA 90404. Sony is a registered trademark of Sony Corporation. imagesoft is a trademark of on Electro 
without the prior written consent of NHL Enterprises, Inc. ©1994 NHL. Sega, Genesis, and Sega CD are trademarks of Sega Enterprises, Ltd. All rights reserved. Nintendo and Super Nintendo Entertainme 


REAL HOCKEY PLAYERS WERE 

_ FILMED AND DIGITIZED INTO TH 

_ GAME. (OVER 10 MINUTES OF VID 
HIGHLIGHTS ON SEGA Cc 


‘he net, you can watch it ‘trom behind the et. 


REALISTIC PUCK PHYSICS. 
THE PUCK FLIPS AND 
BOUNCES AROUND THE ICE 


the ice surface. So alt the action is right in your face. LIKE THE REAL THING. 


The players aren't just big. They’ re huge. And so is 


The stap shots, wrist shots, drop passes, and flip passes, all with the most 
: realistic puck 


physics you've 


ever seen. 
Did you say 
A BIGGER ICE SURFACE THAT ALLOWS BEHIND-THE-NET ACTION, hitting? 


ESPN National Hockey Nigit lets you dish out three different kinds of checks 


there in the booth every step of the way. 


So if your star goalie suddenly becomes 
a sieve in the Stanley Cup® Finals 


Bilt won't let you forget it. | FULL 84 GAME SEASON, 
4 AND A BATTERY BACK-UP THAT 
TEST YOUR SHARP SHOOTING . F SAVES YOUR TEAM'S RECORD. 
a ae Check out ESPN National Hockey Nigit. 
_ALL-STAR SKILLS CHALLENGE, 


It'll give you a whole new perspective on hockey. 


earim 
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_ HOEY 


feur 
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if ESPN, Inc. All NHL and oan logos and other ne deoictd | in the on 
rica, Inc. All Ls reserved. 
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CHRIS BERX 
WELCOME TO ESPN 
SUNDAY WIGHT. 


EVENS MORE BERM, 
MINOTES OF peo, 


isa vctieirics ‘of Sony Electronic Pul me 
Nisierd rt pane Sinton et 


BB seca would be so much sim- 
pler if the owners didn’t have to hire 
players. Movies would be much more 
profitable if producers could avoid pay- 
ing astronomical sums to the super- 
stars. And computer games would be 
infinitely easier to make if the realism 
still centered on the length of Ms. Pac- 


Man's eyelashes. 


Don’t hold your breath, but it 
may just come to pass. The new 
generation of computer games ques- 
tions the very concept of realism in 
two seemingly contradictory ways. 
Some games make heavy use of video 
of live actors, integrated into a digital 
environment. Others deconstruct actors 
into digital characters that sometimes 
look more lifelike than reality. Is it real, 
or is it memory? And does it matter? 


Away burst onto the scene last fall, it chal- 
lenged the whole idea of a movie sequel. The 


Computer- 
generated charac- 
ters let you alter 
the costumes, 
modify the faces, 
even perform a 
sex change. 


multimedia game, sold by IVI Publishing, 
features a few scenes from the movie, includ- 
ing bombs, explosions, fuses, and an aerial 
shot of Boston, but the bulk uses original 
footage. The action sequences for the game 
were developed using Hollywood production 
techniques and a cast of 15 actors. 
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Blown 
When the CD-ROM version of Blown {00t@9° 


Game On 
Corey Sandler 


: Hollywood, If tt Gould 


This interactive movie slathers your 
monitor with full-screen video of real 
actors; you control the progress of the story 
by mouse clicks in more than a dozen puz- 
zles. And Blown Away runs under 
Windows, making use of its facilities with- 
out exacting an unacceptable price in per- 
formance. (Sega’s 32X and Saturn versions 
are also possibly on the horizon.) 

To take advantage of the technology, the 
designers used a shifting set of 


real 


me, uses 
Aways the 93 . 
from the movie 


custom palettes to get the 
most out of Windows’ 
256 colors. For example, 


its own definition of “realism.” The compa- 
ny’s GameWare suite of sophisticated soft- 
ware tools is used to create impressive digital 
actors for the next generation of games. 

One GameWare user is Acclaim Enter- 
tainment, which is developing the Alien 
Trilogy game for Sega’s 32X and Saturn. In 
Acclaim’s Motion Capture Studio, actors go 
through their paces wearing more than 100 
optical sensors that let the computer track 
some 50 bone rotations. The resulting wire- 
frame of human motion can then be used 
with products like GameWare to apply real- 
istic but utterly synthetic flesh, clothing, and 
special effects. 

The resulting characters can be placed into 
amazing and improbable situations. Perhaps 
even more significant is the ability to change 
almost every element of the resulting scene. 
You can move the “camera” to 

any location, 

adjust the light- 
ing on an al- 
ready recorded 
scene, alter cos- 
tumes, modify 
faces, or even per- 
form a sex change. 

Game makers 


if a character is wearing i HES on Motion-cg can reuse elements 
a yellow dress, the palette for late the movies i tech. _in sequels and spin- 
that scene may have an expanded set of yel- 4 game, offs, and they can use 


lows to allow more subtle shading. 

Howard Tullman, CEO of Imagination 
Pilots, which developed Blown Away, is 
confident the mix will work. “Hollywood 
has survived on the basis of good enter- 
tainment,” Tullman says. “The technology 
is just added to it.” 

Blown Away is an unusual example of 


_ direct involvement by a film studio. MGM 


helped fund the game and was involved in its 
design; videos of the movie will carry a trailer 
advertising the PC game. 

Wavefront, one of the leading makers of 
digital animation tools for game makers, has 


designs created for a 
game to help produce the inevitable commer- 
cial spinoffs—the wireframe model for a 
character can be used to cast a mold for a 
plastic figure. 

As is fitting for this yin-yang tale, Ac- 
claim’s connection to Hollywood runs the 
other way. The company is working with 
Warner Bros. on some of the special effects 
for this summer’s Batman Forever movie. 

However the battle between digital and 
video reality shakes out, computer games are 
undeniably the place where Hollywood 
crosses paths with Silicon Valley. 


available in a sensational new interactive version by animation || 
gua Chuck jae and coneie ton uneator George Dauner 


ae Baskin/Onys 


colorful interpretation | of the hoa classic i is fine-’tooned 
fun for kids of all ages. ; Al Children will delight in the gloriously 


animated tale...frolic | with Peter and his friends in an 


| exciting arcade-style | | game...and discover the wonders of 


Mare Carter 


=! music through hours afi interactive re play. This enchanting CD-ROM also comes 
with a bonus audio CD especially recorded for this production by the 


65-member Time Warner Symphony Orchestra. A magical world of 


music and discovery is } pe os 


software retailer, or call |, os" d _.| toll free (800-482-3766) today! 


rf > Other Peter and The Wolf products available 


from Warner Books and TW Kids. 
TIME WARNER 


INTERACTIVE Interactive Chuck Jones’ Peter and The Wolf ©1994 IF/X Interactive, Inc./ Time Warner Interactive. 
The Chuck Jones logo is a trademark and character designs are a trademark and ©1994 Chuck Jones Enterprises. yco-RoMy interactive 
Published by Time Warner Interactive, 2210 West Olive Avenue, Burbank, CA 91506. Internet: TWlinfo@aol.com. AOL:Keyword:TWI. 


waiting. Visit your favorite 


Keith Ferrell 


i. the depths of last summer's base- 
ball strike, | spent—or wasted—a few 
hours surfing the other games on TV, 
specifically the game shows. 


My God! If interactive television games 
are to evolve from the current crop of what 
passes for “games” on TV, we’re all in deep 
trouble. Charles Lincoln Van Doren may 
have broken faith with the American public 
and his own conscience by participating in 
rigged game shows back in the ’50s, but at 
least his winnings depended on his pretend- 
ing to know something. Or, as the movie 
Quiz Show pointed out, his ability to act. 
There was a simulacrum of skill, anyway. 
Those days are long gone. 

The late William Henry made a telling 
point about game shows in his book In 
Defense of Elitism (Doubleday, $20).With 
the exception of “Jeopardy,” Henry 
observes, every other game show on TV 
today is essentially a game of chance rather 
than skill. Sure, the players on “Wheel of 
Fortune” have to decipher phrases that 
wouldn’t stump a nine-year-old, but the 
essence of the game is the spinning of the 
wheel, not the cracking of the code. 

In other words, the heart of the modern 
game show is like that of the modern lottery: 
If your number comes up, you can win. If 
not, you’re out of luck. 

Last month, I spe- 


| Tube Man 


wheels in concert with wheels in the 
homes—on PCs, or loaded into Sega/ 
Nintendo/3DO/whatever platforms? The 
players are all linked to the central game- 
show production stage by modem, with 
home audience players selected at random. If 
your number comes up, you’re on the air. 

This presupposes live game shows, but so 


etter: 


does any approach to televised group interac- 
tivity. This is presently too complex to man- 
age on a national scale. But once a few small 
shows start showing solid audiences, national 
shows will follow. In fact, national versions 

could be amalgams of the local versions. 
As the technology improves, though, 
game shows may get truly local. In short, 
give everybody their 


—- 
all 


“Interactive Game Shows 


down!” They'll know you, just like they’ll 
know your neighbor and the rest of the peo- 
ple who’ve tuned in. Not everyone will get 
on every night, of course; that would require 
too many prizes. But you'll get on often 
enough, and it’ll be exciting enough, to keep 
you and those neighbors of yours hooked, 
and keep the sponsors very happy indeed. 
Does it matter that the 
sort of games that will pass 
for interactive in such a 
scenario will undoubted- 
ly be sillier than the clap- 
trap already on TV? Silly 
enough that they can touch 
a mass audience via an inter- 
face not too different from a 
remote-control keypad? 
Of course it doesn’t 
matter. That’s what makes 
TV great. Make it simple, 
make it cheap, make it mass. 
Ignore the fact that there are 
whole realms of interactive 
gaming that might make worthwhile 
entertainment at home. What about TV fan- 
tasy sports leagues? How about large-scale 
fantasy role-playing? Educational games for 
the whole family, at every level of intelligence 
and interest? An interactive “Jeopardy” 
with questions just as broad-based and 
challenging? In other words, games that 
entertain, and also help raise the national 
intelligence level. 


ILLUSTRATION BY R.M. KATO 


Look for today’s TV 
game shows to add 
electronic audience 


Now, these are already available, in any 
flavor you want. Just check out the multime- 
dia and game sections of your local software 


own show. 

Not really, of 
course, but close. 
Here’s a scenario: 


culated that the first 
widespread interac- 
tive TV games would 


focus on gambling. 
Let me offer an al- 
ternative: Look for 
game shows to add audience participation via 
electronic media. And no matter how sophis- 
ticated the electronics, the basic game will be 
some variation of that spinning wheel. 

So how about a game show that spins its 


4G 


participation. 
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Imagine some hu- 
mongous honker of a 
server, dishing up game shows with Max 
Headroom-style digital hosts who'll speak 
and laugh and leer at you, right there on 
your couch, just as though you had been 
called from the studio audience to “Come on 


peddler. But broadcasting quality like this? 
Putting intelligence out over the cables? 
Naah—not on our TVs. 


Keith Ferrell is editor of Omni, editorial director 
of General Media Services, and science & technol- 
ogy editor for Penthouse, each of which covers the 
interactive revolution in its own way. 
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B® You have exactly two hours to find 


Cycle” into your skull. 
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B loaded a particularly repugnant little cyber-virus called “Burn 


data thief. The bad news is you've just down- 


PHILIPS 


Limited first editions of Burn:Cycle contain a separate original hardcore rave soundtrack CD. Burn:Cycle ©1994 Trip Media Limited. © Philips Interactive Media International Ltd. ©1994 Simon Boswell. All rights reserved. ©1994 Philips Media. All rights reserved. 


Your name: Sol Gutter. Occupation: 


£ 
PHILIPS 


coming soon 


MAC & PC CD-ROM 


BB wkcep, set one up 


for me and my friend here.” 


In celebration of Electronic Entertain- 
ment’s First Anniversary issue, the Multi- 
maniac wants to buy you a beer. And not 
just any tap swill, but a rich, hearty ale, 
lovingly hand-crafted until it shines with 
the complexity and richness of a fine 
Bordeaux. 

Unfortunately, it’s not going to work. 
Doyle’s (my local beer joint) couldn’t possi 
bly hold us all, and besides, the Multimaniac 
likes to stay in his lair surrounded by his 
electronic accouterments. 

Instead, let’s use our multimedia equip- 
ment to make our own beers and enjoy them 
in the privacy of our homes. (Warning! This 
offer is void where prohibited by law. I sure 
wouldn’t want to offend any teetotaling law- 
men in the few remaining places where home 
brewing is banned.) 

Ready? Okay, let’s get brewing. 
Personally, I’m in the mood for some suds 
that I can really sink my teeth into, maybe a 


The Beer 
Homebrewing 
Guide delivers an 
abundance of 
warmth and 
brewing wisdom. 


nice robust porter or an oatmeal stout. But 
perhaps you’re more inclined to something 
lighter...a pale ale or lager, or even a nice 
wheat beer? 

No matter what your pleasure, you can 
find the info you need to create these heady 
nectars from water, barley malt, hops, and 
yeast in the Beer Homebrewing Guide, a 
CD-ROM-based reference and tutorial on 
brewing beer at home. (Walnut Creek CD 
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. Multimaniac 
Paul Bonner 


How My Pc Got Me Loaded 


ROM; 800-786-9907; Win CD, $39.95) 
Before we begin, though, I have to warn 
you that compared to the glitzy, multimedia 
extravaganzas that roll through here every 
month, the Beer Homebrewing Guide 
seems, well, home brewed. Consider full- 
motion video—de rigeur for any self- 
respecting CD- 
ROM disc these 
days. The Home- 
brewing Guide 
doesn’t have any. 
Nor does it sport 
digitized audio, 
animations, 
or sequences 
morphing a 
bottle of Bud 
into a glass 
of real beer. 
Also 
missing, 
for the most part, 
are what the Multimaniac considers 
professional production values. In their 
place, you get such charming incongruities 
as a picture of someone stirring a caldron of 
steaming wort (an intermediary stage in the 
brewing process) with a short-handled 
wooden spoon, accompanied by the dubi- 
ous caption: “The main idea to remember is 
the heated wort can cause serious burns so 
a long-handled utensil is suggested. The one 
we used in the picture is not the best.” 
Er...right. Still, much as the Multimaniac 
in me hates to admit it, slickness and gratu- 
itous electro-glitz aren’t everything, and in 
their place, the Beer Homebrewing Guide 
delivers an abundance of beer-making wis- 
dom. I found the step-by-step, photo-illus- 
trated guide to the brewing process quite 
interesting—it filled in some of the gaps in 
my self-taught brew meister knowledge. 
The reference materials included on the disc 
also proved quite useful—at last I’ve got a 
second source for Hallertauer hops. 


Wort’s up! 


ae rs yeast activity—but much 
—_——— of it is a bit 

=e ee too asynchro- 
: ee Lz] — 


There was also something weirdly amus- 
ing about reading through the six years 
worth of the Homebrew Digest, an 
indexed electronic newsletter that consists 
of thousands of messages, harangues, and 
flames collected from the home brewing 
newsgroup on the Internet. Some of the 
stuff you'll find here is timeless—like a fas- 
cinating analysis of how cinnamon affects 


nous for my 
tastes. And 
there’s no way 
to fire off a 

devastatingly 
witty reply to a 
message that ori- 
ginated way back 
in 1989. 

Still, if nothing 
else, the Homebrew 
Digest messages gave me something enter- 
taining to do while I waited for my beer to 
brew. And what beer it was. Because the 
best part of the Homebrewing Guide for 
me—the part that will appeal to even the 
most experienced beer makers, is the collec- 
tion of literally hundreds of astoundingly 
good recipes for everything from Elvis Has 
Left The Building Imperial Stout to Feats 
Don’t Fail Me Ale, with stops along the 
way for Breakfast Barleywine and Russian 
Empirical Stout. 

I could spend a lifetime brewing—and 
then downing—a batch of each and every 
wonderful recipe on the disc, but the 
Multimaniac has got a deadline to meet. Still, 
I’m pleased to report that I’ve taken the liber- 
ty of sampling the first fruits of my labors 
with the Homebrewing Guide, a little num- 
ber called Wanking Fresh Deathbrew. 

Sip...sip. Umm... Not bad. Not bad at all. 
It doesn’t quite compare to my famous Naked 
Twister Ale, but it’s not a bad start. 


rfighting games 
: would Kill to be. ’ 


Eternal Champion CD brings back the original nine, plus four blisteriny new fighters 
There are also four extra-heinous ways to finish off your enemies: Enhanced Overkill, Sudden Death, Vendetta and Cinekill™ 
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HyperBole “The Art of 
Digital Storytelling” 
\ purchase) 


QUANTUM GATE II 


HYPERBOLE STUDIOS 


+ 3 CDs + MPC II CD-ROM 
* 16 BIT GRAPHICS AND AUDIO 
+ DOZENS OF ENDINGS, HUNDREDS OF PATHWAYS 
* ORIGINAL SOUNDTRACK BY D‘CUCKOO, y 
COMPOSED BY CANDICE PACHECO 


* OVER 6 HOURS OF DIGITAL VIDEO A vical neat 
movie by Greg Roach 
* EXPLORABLE 3-D ENVIRONMENTS tees 


call: wea 


e a re Visual 
1-800-My Dealer or 1-800-693-3253 Entertainment 


For a dealer nearest you 


PERSONAL COMPUTERS 
let us do all sorts of things 
that would otherwise be out- 
side our reach. Sophisticated 
sports simulations let even 
timid fans butt heads with 


the pros in ball games and 
auto races. Military sims can 
turn anyone into an arm- 


the Harrier. 
chair general. And city simu- Although some 
lators like SimCity let you enter politics old-timers still ‘prefer 
without having to dine with lobbyists. to control their craft 
But the most exhilarating simulation —- by keyboard, most 


vein by far is flight. Why? Well, since the 


bing a window seat in a 747 is about as much as we 
can hope for. Flight sims, though, let anyone with a PC 
or a Mac experience aerial thrills without investing 
thousands of dollars and hundreds of hours of training— 
and without the nagging fear of dying in a flaming fireball. 
To satisfy the urge to fly, today’s flight sims encompass 
just about every aspect of the airborne experience, from 
soaring in a single-seat sailplane to the nerve-wracking tar- 
get approach in a World War II-era B-17 bomber. A good 
flight sim can make you forget that you’re staring at a com- 
puter monitor and take you to a world where speed equals 
life and “six o’clock” means more than just quitting time. 
Flight sims fall into 
two basic categories, 
military and non-mili- 
tary, each with several 
subcategories. Non-mil- 
itary sims include both 
general (pleasure and 
private business) and 
commercial (airline and 


dawn of man, people have envied the grace- quality joystick. Real 
ful free-flying ease of the birds. Although enthusiasts may even 
we now live in the age of flight, few people spring for a flight 
will ever get the chance to send an F-18 screaming yoke and separate 
through the sky at Mach speed. For most of us, nab- throttle and rudder 


commuter) aviation, 
while military sims 
offer combat flying 
in everything from 
Sopwith Camels to 
V/STOL (Vertical/ 
Short Takeoff and 
Landing) aircraft like 


insist on using a high- 


controls. Any one of 
these peripherals will 


A complete guide boost the fealism— 


and the fun—significantly. 
While plenty of competi- 


to choosing and tors crowd the virtual skies, 


most categories have one 


: special simulator that sets 
flying computer the standard for everything 


else. To make sure you enjoy 


flight simulations, you" flight, we'll steer you 


toward the E? Aces in civil- 

ian flight sims, World War I 
biplane battles, aerial combat in WWI, 
and even on to the modern jet age. And 
we'll peek into the hangar to spot some 
unusual sims that don’t fit into the other 
categories but that offer off-the-ground 
experiences you won’t want to miss. 


By Scott “Zuma” Wolf 
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Flight 
Lessons: 


Microsoft Flight 
Simulator 9. 


When using a mouse to fly your 
plane, remember to use the right mouse 
button to switch between yoke control 
and normal mouse control. : 
€3 If you begin to panic, the Land Me 
feature lets an automated instructor land 

- your plane at the nearest airport. 

3 Choosing the Unlimited Fuel option 

makes things easier, but you'll learn more 

bout flying without it. You'll have to con- 
the range of your aircraft, the rate 
ansumption, and how your flight 
is affected by fuel economy. 

_ 3 Alight Simulator has a few surprises: 

_ Search the hangars at O'Hare Interna- 

- tional, buzz the BAO building in Cham- 
paign, Illinois, and check out the Statue of 
Liberty's backside. If you’re really good, 
you can fly up Miss Liberty's nostril. 


Microsoft Flight 
Simulator 9.0 


to suit your skill level 
by adjusting environ- 
mental factors such as 
season, time of day, 
and cloud cover. You 
can also modify aircraft 
reliability to determine 
how frequently flight 
problems arise. Flight Simulator 5.0 gently steps 
beginners through flying lessons with simplified con- 
trols, but also lets seasoned pilots take the yoke with 
a full set of advanced flight controls. You can even fly 
with a friend in dual-player mode using a modem or 
serial connection. 

The program’s four built-in aircraft simulate a wide 
range of flight environments. The high-performance 
propeller-driven Cessna Skylane RG is ideal for train- 
ing because its flight characteristics tend to keep the 
pilot busy; the Learjet 35A, designed for fun, is fast, 
aerobatic, and powerful; the Schweizer 2-32 Sailplane 
promises a graceful flight soaring high on thermals; 
and the vintage World War I Sopwith Camel harkens 
back to days of silk scarves and derring-do. (Its twin 
Vickers machine guns have been disabled.) 

To make things even more interesting, the success 
of the Flight Simulator series has spawned a number 
of add-on products, from additional scenery to chal- 
lenging adventure scenarios. 

Microsoft Flight Simulator represents the state 
of the art in noncombat PC flight simulation, and 


Great graphics and realis- 
tic flight mechanics high- 
light Flight Simulator. 


no serious flight-sim fan should be without it. One word of warn- 
ing: You'll need a 486 or a Pentium PC to keep things moving at 
the highest levels of detail. 


Microsoft; 800-426-9400; DOS, street price $50 
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riginally designed for 

the Apple II personal 
computer, Microsoft 

Flight Simulator debuted on the IBM PC in 1984. 

It’s been going strong ever since. The last major 
upgrade, Version 4.0, could display only 16 colors. 
Version 5.0 now has much-improved graphics with 256 colors and adds 
a good deal of realism to aircraft performance as well. 
Flight Simulator 5.0 features 3-D, photo-realistic cockpit displays for each of 

its four aircraft, extensive flight controls, minimum Visual Flight Rule (VFR) 
and Instrument Flight Rule (IFR) instrumentation as specified by the Federal 
Aviation Administration, and dramatic scenery. 
But its best feature may be its flexibility. You can tailor the in-flight realism 


tl 


Time to give 


fans a thrill. 


Microsoft's Flight Simulator isn’t the only 
military game in town. SubLOGIC’s 

(Airline Transport Pilot) simu- 
lates - common airliners (Boeing 737, 767, 
and 747, Airbus A320, and Shorts 360) flying 
over scenery covering the entire continental 
United States. 

ATP contains hundreds of predefined flight 
assignments, as well as plan-it-yourself routes. It 
also features an advanced autoflight system that 
lets novice pilots watch and learn as Jack the 
autopilot and Roger the air traffic controller work 
together to deliver your precious cargo. 

Recently re-released on CD-ROM as USA with 
ATP on CD-ROM, ATP now comes with both the 
USA East and USA West scenery databases plus 
the digitized voices of Air Traffic Controllers. 
(SubLOGIC; 800-637-4983; DOS, $44.95; with 
USA East and West, $64.95; DOS CD, $109.95) 

If hauling commercial cargo isn’t your bag, try 
Disney Software's creative and original Stur 
More than just a flight sim, Stunt Island is also an 
elegant “crash” course in Hollywood film-making. 

Choose any of 34 different aircraft (including a 
pterodactyl and a duck) to fly 32 challenging stunt 
locations, or design and fly your own stunts using 
a library of more than 800 objects, from bridges to 
barns. Strategically place as many as eight cam- 
eras to capture the action, then edit the footage 
and add music. (Disney Software; 800-688-1520; 
DOS, $59.95) 


those football 


ot everyone is satisfied just flying around admiring the sights; 
sometimes it takes a more dangerous game to get your blood 
moving. For many people, the most exciting flying took place 


World War I 


Red Baron 


back in the days of open cockpits. 


Although Dynamix’s Red Baron came out way back in 1990, 
it remains the premier World War I flight sim. Red Baron sends you 
back to the dawn of aerial combat—a chivalrous and almost romantic 
time when dogfighting was a more personal, eyeball-to-eyeball affair. 

Red Baron lets you fly for either the British Royal Flying Corps or the 
German Air Service. Over the course of the war, 28 different aircraft 
become available, each in beautifully rendered 3-D depictions. The accu- 
rately detailed game world includes the jagged 


scar of the trenches down 


front, Verdun, the Somme, Paris, and London. 
Although the game includes plenty of individ- 
ual missions, the Campaign play option brings 
the era to life with more than 40 sequential mis- 
sions running from 1915 to 1918. Balloon bust- 
ing, Zeppelin hunting, and bomber escorting are 
just a few of the missions you'll fly during your 
career, in addition to facing the most feared and 


respected aces each side had 


Dynamix paid special attention to the flying 
and fighting abilities of the computer-controlled aces: You’ll actually encounter the 
different flying styles of more than 20 outstanding aviators, including the Red 


the German-French 


to offer. 


Baron himself, Manfred von Richtofen. 
Best of all, Red Baron’s revolutionary mission recorder lets you save entire missions to disk, then edit and replay 


1e Sky, by MicroProse, was released the same year as 
Red Baron but isn't nearly as sophisticated a simulation; the graph- 


ics are much simpler and 
the flight models far less 
developed. 

Still, Knights is easy to 
get into, and five difficulty 
levels ensure a challenge 
for just about anyone. 
Although you can practice 
in any of 20 British, French, 
and German. aircraft, 
Campaign play requires 


you to fly for the Allies. And 
while it doesn’t hold up too 


well by today’s standards, Knight’s saving grace is head-to-head 


modem play. Look for it in the MicroProse Classics CD too. 
(MicroProse; 800-879-7529; DOS, $21.95) 


The Mission Builder 
lets you create your 
own scenarios. 


them VCR-style. You can even jump 
back into the taped action and attempt 
to alter the outcome of the battle! 

The addition of the Mission Builder 
in 1992 gave Red Baron five new 
planes, six new aces, and a few minor 
enhancements, including dual joystick 
and rudder support. But 
the main improvement was 
the Mission Builder itself— 
a simple but powerful tool 
for creating custom mis- 


pinpoint your weaknesses. 


Flight 


‘Red Baror 


- Multi-Player Red Baron on Sierra 


- nents, the artificially inteligent ones 
will be no problem. There’s 


Balloon busting is a blast 
in Red Baron. 


Lessons: 


<> Always check your six 
behind you) after an ace passes : 
head-on: Chances are good that ll cir: 
cle to his left. When he does, cut inside 
his turn with a low-speed yo-yo (drop 
your nose while turning to the right to 
tighten your turn, then pull back on the 
stick to get a bead on your opponent). 
(If high scores are what you're 
after, practice practice destroying balloons and 
Zeppelin, and always ty to retum 
your own aerodrome. 
5 To really get an edge on your 

computer-controlled flying 


ImagiNation Network (INN). 
learn to handle think 


INN demo account on the Red Baron 
CD-ROM. 


sions. By carefully selecting mission types, 
time of day, specific aircraft, and oppo- 
nents, you can polish your strengths and 


Dynamix has just re-released Red 
Baron on a CD-ROM with the Mission Builder, a 


complete online manual, and the first title in the com- 
pany’s Great War Planes series, A10 Tank Killer, fea- 


turing the U.S. Army’s formidable Warthog. 


Dynamix; 800-757-7707; DOS/Mac, 


$34.95; DOS CD, $49.95 
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he Pacific eam 


hs. 


’ f your flying dreams feature higher speeds and more firepower than a 
biplane can satisfy, World War II action may be just the ticket. The 
planes were bigger, faster, and more powerful, but dogfighting still 
called for pilot skill, not just fancy electronics. 

1942: The Pacific Air War is the latest and best flight sim to 
exploit WWII as the perfect setting for up-in-the-air action. Pacific Air 
War uses much of the 3-D graphic technology developed for Fleet 
Defender, MicroProse’s breakthrough F-14 simulation. 

Unlike Origin’s Pacific Strike, which appeared at about the same time 
in 1994 and requires a Pentium processor to do it justice, Pacific Air War 
performs respectably on more modestly powered machines. 

On high-powered computers, Pacific Air War displays the Pacific 
Theatre in impressive graphic detail. Skillful shading and texture mapping creates satisfyingly realistic 
planes. The baby blue sky and delicate clouds convey a sense of endless serenity, while the churning 
waves below provide a constant reminder of the consequences of carelessness. The attention to detail extends 
down to the tiny plumes of water kicked up by bullets hitting the ocean’s surface. 

Whether flying for the U.S. or Japanese Navy, you'll find that each aircraft has an authentically detailed 
cockpit that remains functional even in the Virtual Cockpit mode, which simulates the pilot’s ability to swing 


Flight 
Lessons: 


¢.¢ Don't try to climb too sharply after 
a carrier launch! These crates take time 
to gain altitude, so be patient or you'll 
almost certainly go into the drink. Also, 
be prepared to counter engine torque 
when you're using the Realistic flight 
model. 

€9 Don’t get lured into a close-in dog- 
fight with a Zero when you're flying a 
Hellcat or Corsair; they're tough planes, 
but they can't match the Zeke’s maneu- 
verability. Hit-and-run ’em to death 
instead. 

€9 When all else fails in the Carrier 
Battles, you can always plow a couple of 
bomb-laden planes into the enemy flat- 
tops, Kamikaze-style. 


his eyes around and view the 
entire sky. You can switch to 
the rear gunner’s position and 
even jump into the cockpits of 
the other planes in flight. The 
10 available aircraft can also 
be configured with particular- 
ly realistic (read: difficult to 
fly) flight characteristics. 

But Pacific Air War doesn’t 
stop at just being a good 
flight sim. Its versatile flight 
recorder has editing capabil- 
ities, an excellent mission 
builder, and a Carrier Battle 
mode that lets you direct 
the actions of ships as well 
as planes. 


Not surprisingly, all that power can make 
things a little daunting for novices. There’s 
no “indestructible” arcade mode, and even 
with the realism factors turned way down, 
the planes tend to be squirrelly to fly. And 
1942: The Pacific Air War is more strategy- 
intensive than most other flight sims. But that 
complexity will keep you flying after other 
sims lose their appeal. 


MicroProse; 800-879-7529; 
DOS, $59.95 
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World War Ii 
Alternatives 


Until 1942: The Pacific Air War came along, Dynamix’s Aces of the Pacific and 
Aces over Europe were considered the standards for World War II flight sims. 
They're both a lot of fun and much easier to get into than Pacific Air War. 

Both Aces games feature the same type of mission structure, user inter- 
face, and flight recorder as Red Baron, but Aces over Europe tweaked the 
flight models a bit and introduced a smooth higher-resolution VGA mode. 
Both are now available on CD-ROM, and the Aces of the Pacific CD also 
includes the WWII:1946 
expansion disk. (Dynamix; 
800-757-7707; DOS; DOS 
CD, $49.95) 

If you’re into serious fun, 
fly with Chuck. Chuck Yea- 
ger’s Air Combat from Elec- 
tronic Arts is not technically 
a World War II simulation; it’s 
a pure dogfighting simulator 
that lets you mix and match 
fighter planes from the 
World War Il, Korea, and 
Vietnam eras. You can even fly historical missions from each era, all under 
the watchful eye of General Yeager himself. 

It's a novel idea that was later mimicked by MicroProse’s Air Duel and 
The Software Toolworks’ Evasive Action, but neither of these titles is nearly 
as effective as Air Combat, which runs smoothly even on low-end 
machines. Look for it on EA’s Top Ten Pak CD-ROM. (Electronic Arts; 800- 
245-4525; DOS CD, $49.95) 


It's not the newest, but the Aces line still 
pleases. 


amels and Corsairs may be cute, but for the 
ultimate high-octane boost of techie testos- 
terone, you need to go supersonic. And the 
decisive winner among modern flight sims is 
Spectrum Holobyte’s Falcon 3.0. 

Falcon hit the computer flight-sim community like 
a sidewinder missile, instantly creating a cottage indus- 
try for peripherals, utilities, support groups, and elec- 
tronic squadrons fiercely devoted to the game. 

Falcon first took off in 1987 on PCs, monochrome 
Macs, 16-color Atari STs, and Commodore Amigas. It 
has come a long way since then, spawning three 
expansion modules and a live-action videotape trainer. 


Falcon 30 


What makes Falcon so popular? First of all, it’s a highly accurate simulation of General Dynamics’ F-16 Fighting Falcon, 
which not only is the finest lightweight dogfighter around, but also a potent ground-attack plane. 


Creating the definitive simulation of modern naval avia- 
tion had been an elusive dream until the release of 
MicroProse’s 

After gaining national attention in the movie Top Gun, 
the U.S. Navy's awesome swing-wing interceptor finally 
has a simulation worthy of its reputation. Outstanding 
graphics highlight the carrier-borne operations of the 
Navy's Oceana-based Tomcat squadrons. Fleet Defender 
Gold, an enhanced CD-ROM version that includes the 
Miramar-based squad- 
rons, is also available. 
(MicroProse; 800-879- 
7529; DOS, $57.95; DOS 
CD, $59.95) 

While it's as much sci- 
ence fiction as sim, 

from 

Origin Systems blew 
away the simulation mar- 
ket when it finally arrived 
in 1993. Set in the year 
2011, Strike Commander centers on the international 
activities of a mercenary F-16 squadron. The revolution- 
ary graphics really cry out for at least a 486DX2/66 and 
the melodramatic storyline doesn’t disguise the ques- 
tionable flight dynamics, but the game is an outrageously 


addictive, state-of-the-art feast for the eyes. 

The CD-ROM version of Strike Commander is a signif- 
icant improvement over the floppy release: Text is 
replaced by a voicetrack and you also get the Tactical 
Operations expansion module. (Origin Systems; 800- 
245-4525; DOS CD, street price $60) . 


To help out beginners, the sim’s Instant Action dogfight 
mode is fun and easy to use. The Red Flag training missions 
walk you through every aspect of fighter combat. Once you get 
your wings, check out several full-blown theatres of operation 
that require advanced strategic planning. 

If you think you’re Top Gun, test yourself against other hot- 

shots with Falcon’s multiplayer modem and network play. 
There’s nothing like flying head-to-head against another person 
(or even five other people on a network) to 
humble a head that’s swollen from thrashing 
computer-controlled opponents. And Falcon 
even runs respectably on a 386-based system. 
A variety of expansion modules increase the 
sim’s appeal. Operation: 
Fighting Tiger adds new 
weaponry, the futuristic Falcon 
FSX aircraft, complete com- 
mand of wingmen’s tactics, 
and new missions in three 
additional theatres. MiG-29 
first appeared as an add-on to 
Falcon and later became a 
stand-alone product. It lets you 
pilot the former Soviet Union’s hottest jet fighter 
for an extraordinary challenge in head-to-head 
play against the F-16. The Hornet: Naval Strike 
Fighter expansion adds the thrill of naval avia- 
tion, complete with carrier launch and recovery, 
in McDonnell-Douglas’ F/A-18 Hornet. Art Of The Kill, a live- 
action video and 180-page companion book, puts the cap on the 
finest simulation suite this side of the recruiting station. The 
Falcon Gold CD-ROM includes the very latest version of all of 
these products in a single package. 


Spectrum Holobyte; 800-695-4263; DOS, 
$49.95; DOS CD, $64.95 
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In real modern war- 
fare, you'll never get 
this close. 


Falcon 3.0’s heads-up 
display is your most criti- 
cal piece of equipment. 


Flight 
Lessons: 


€9 Never try to land on a hillside or slope 
of more than 5 degrees—you're guaran- 
teed to crash. 

€9 Try and resist the temptation to take 
the Apache out on every combat mission. 
Sure, it packs the most firepower, but 
you'll score more points if you use a less 
intimidating machine. 

€ Learn to fly in Realistic mode as soon 
as possible. It’s the only way to take full 
advantage of the helicopter’s unique 
capabilities. 

€9 Each theater has its own species of 
indigenous animals. See if you can find 
the water buffalo, camels, cows, and pen- 
guins. Don't shoot them, though. That 
would be wrong. 

€9 Ignore that last tip. Blow the suckers 
away. 


main rotor disengaged from the power train. 
An add-on scenario disk, Islands & Ice, enhances the game 


t heat 
q missile For usd 
a ast ali ar threats 


SIDE WIHOEF 


irplanes aren’t the 
only kind of flying 
machine. Helicopters can do all sorts 

of things that fixed-wing planes simply 

can’t, and Gunship 2000 from Micro- 

Prose lets you in on the action. 

When the original Gunship came out for the Commodore 64 in 1986, 
not even MicroProse could have predicted the game’s phenomenal world- 
wide popularity. Its simple approach to helicopter-based combat flying 
(not to mention Apocalypse Now’s swashbuckling portrayal of the U.S. 
Army’s 1st Cavalry Air Mobile Division) spawned an entire generation of 
electronic Rotor Heads. 

Gunship 2000, released in 1991, offers not just one, but seven different 
helicopters and lets you take command of a five-’copter troop as it fights 
its way through hundreds of missions in the Persian Gulf and Central 


Europe. The topographical 3-D scenery isn’t particularly realistic, but it’s serviceable enough to navigate 
by as you grapple with your machine’s flight and weapons controls. 
You start with training and a brief stint as a Warrant Officer in charge of single-helicopter missions. 
After you receive your commission, you can select flight and campaign missions where you determine the mix 


of helicopters and ordinance necessary to 
complete the job. Your mission score and the 
possibility of promotion depend not only on 
how well you fly, but also on how well you 
manage the other aircraft in your patrol. 

A remarkably realistic cockpit serves as 
the Reality Switch Screen, where you adjust 
the sim’s realism and difficulty with the flick 
of a switch or twist of a knob. The efficiency 
of your co-pilot/gunner is also adjustable: 
He can handle weapons and counter- 
measures while keeping you informed of sys- 
tems status and target/threat information in 
a digitized voice. 

Gunship 2000 does a good 
job simulating the complex 
control system and cockpit 
workload of modern battle- 
field helicopters. It even per- 
mits—no, demands—that you 
learn autorotation, the skill of 
landing a helicopter with the 


with a mission builder, better terrain, new weapons, and other 
equipment, as well as such new locations as the Philippines and 
Antarctica. The new Gunship 2000 CD-ROM includes the 
original game and the scenario disk. 


MicroProse; 800-879-7529; DOS, $25.95; 
DOS CD, $39.95 
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Alternative 
Alternatives 


Nova Logic’s Comanche: Maximum Overkill does for heli- 
copter simulations what Origin’s Strike Commander did for 
jets. Using a revolutionary new graphics system called 
Voxel Space, Comanche presents a startlingly realistic 
world in which to fly the Boeing Sikorsky RAH-66 
Comanche, a ‘copter that is still under development. 

Just as the real Comanche is designed for simplified 
flight and maximum offensive potential, this sim lets you fly 
through a series of missions with increasingly overwhelm- 
ing odds. It’s really noth- 
ing more than a glorified, 
but glorious, shoot-’em- 
up. The Comanche disc 
also includes the Over the 
Edge add-on. (Nova Logic; 
800-245-4525; DOS, 
$44.95; DOS CD, $49.95) 

But when you talk 
about unconventional 
flight, you're really talking 
Harrier—the ultimate in 
Vertical/Short Takeoff and Landing (V/STOL) aircraft. 
DoMark’s Super-VGA Harrier isn’t terribly pretty, but it’s 
got a lot going for it in the strategy department. In addition 


Super VGA Harrier gives you 
a feel for V/STOL. 


to flying missions, you also serve as Task Force 
Commander in the game’s single scenario. (DoMark; 800- 
695-4263; DOS, $54.95) 


The Future of Flight 


he sims we tested may be the best birds in the sky right now, but new competitors are tak- 
ing off all the time. Several new flight sims are slated for delivery in late '94 and early '95, 
and they promise to bring the current generation down to earth in a hurry. 
For starters, Version 5.1 of Microsoft Flight Simulator, due out early in 1995, will include 
new visibility effects that simulate dense fog as well as more and better clouds. New high- 
resolution ground textures taken from satellite images offer two-meter resolution—compare that with 
the 10-meter resolution in Version 5.0. 

Flight Simulator will face some serious competition in ‘95, though. Master game maker Looking 
Glass Technologies is preparing to launch its own civilian flight simulator called Flight Unlimited. 
Even in an early version, the Super VGA graphics looked great. And Looking Glass promises 
hyper-realistic flight models, too. 

World War | buffs can look forward to Origin Systems’ Wings of Glory. It's been delayed again, 
but it looks to be a real killer in '95. And the dark horse here is Dawn Patrol from Empire 
Interactive, which will include spectacular graph- 
ics and several ways to enter the action. Watch 
for it in early 1995. 

Fans of vintage planes will love DoMark’s 
Confirmed Kill. Designed for both PC and Mac, 
it'll let you fly 15 different historical aircraft on a 


Dawn Patrol should 
be a WWI hit. 


Top Gun 
splices video 
animation 
with flight-sim 
action. 


variety of missions, including pylon racing. The company also promises a chance to use flight mod- 
els that are so realistic that only the best pilots will be able to take off and land, to say nothing about 
actually shooting something down. Look for Confirmed Kill in February of ‘95. 

Jet boosters will kick in the afterburners for Electronic Arts’ new U.S. Navy Fighters, the first in a 
new series of sims due out by the end of '95. These flight-sim-with-a-plot titles are being designed 
by Brent Iverson, the man behind Chuck Yeager’s Air Combat. 

Sim leader Spectrum Holobyte isn't resting on its laurels, either. The new Top Gun, an entry-level 
flight sim based on the popular 1986 movie of the same name, will ship sometime in early '95. In 
addition to great in-flight graphics, you can expect live-action video and possibly a rock ‘n’ roll sound- 
track taken from the movie. And everyone is waiting for Falcon 4.0. Spectrum says to expect much- 
improved, Super VGA graphics and an enhanced 3-D interface designed to help first-time pilots. But 
this jet isn’t expected to depart until late in 1995. \= 

—Christopher Lindquist and Fredric Paul 


Guess what? They actually make flight sims for the 
Mac! There aren’t many to choose from, but the _ 
best of them rival or surpass their better-known 
PC-based counterparts. 


Graphic Simulations’ is the E2 


Ace of Mac-based flight sims. Beginners can get 
started by going through the sim’s intensive flight 
training, and everyone will love the incredible 
graphical touches, such as the vapor trail of rockets 
as they curve away toward your target. If playing 
against the computer isn’t challenging enough for 
you, multiple players can join in over a network. 


The sim is instrument-intensive, as is much of 
modern aerial warfare. Heck, you may never even 
see the enemy except as a blip on a screen. That’s 
not a negative; that’s reality. And it’s that attention 
to detail that makes F/A-18 Hornet a challenging 
and convincing choice for your Mac. (Graphic 
Simulations; 214-699-7400; Mac, street price $50) 

If you’re looking for something a little different, 
take a look at F from DoMark. 
This is basically the Mac version of Harrier for the 
PC, and was also the first shipping Power Mac 
game. Like the PC version, this sim combines top- 
notch flight characteristics with military strategy. 
You can jump from cockpit to cockpit within your 
squadron to get multiple views of the action, or 
step up a notch to plan and execute missions with- 
out ever touching a throttle. 

The graphics are well done and the flight simu- 
lation suitably realistic—as evidenced by the difficul- 
ty of taking off and landing vertically in a Harrier. 
(DoMark; 800-695-4263; Mac, $47.95) 

Beginners just want to have fun, so ¢ 

delivers the goods in a flash. 
Air Combat for the Mac is essentially the same 
game as the PC version. You choose from several 
WWII-, Korea-, and Vietnam-era warplanes and go 
head-to-head against opposing flyers in a variety of 
historical and user-configurable missions. Don’t 
look for overly realistic flight physics or instrumen- 
tation, though. The game combines easy flying with 
minimal visual information to create an arcade-like, 
immensely enjoyable game. (Electronic Arts; 800- 
245-4525; Mac, $49.95) —Anthony Lukban 
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THE RULES ARE SIMPLE. 


*High speed video compression runs terrifying 3-D animation 
second to keep your pulse racing. : — 
*Created by Argonaut, who brought you the Special FX chip in Nintendo’s top- 
selling Star Fox”. 


It’s 2023 and the Earth is dying. A survey ship, the 
SS Amazon, takes off to locate an alternative planet and 
disappears. Now, you must discover what hit it. Oh yeah, 
while you’re at it, bring back an alien specimen, find its 
source and destroy it. 

Just don’t breathe too loudly--it might be tracking you. 
Something sure is. Man-eating slime pools? Artillery 
Spiders with twin-barreled lasers? Jellied Suckers that 
inhale entire ships? Or electric Distortion Rings that fry 
you to a crisp? 

Oris it one of those really ugly things that we don’t even 


want to mention? AVAILABLE ON a Yor 


PC CD-ROM . 
ARGONAUT 


Tortwank avo 


Creature Shock is a trademark of Virgin Interactive Entertainment, Inc. ©1994 Argonaut Software, Ltd. and Virgin Interactive Entertainment, Inc. Al rights 
reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. All other trademarks recognized. 


Friendly to your hand. 
_ Deadly to your enemy 


o 


If only you had knocked Now you can dogfight longer, with 


out one more target. less combat and flight fatigue. Plus, 
If only... there are dual fire controls, switch- 
No more alibis! Get a able fire buttons, throttle control, 


= new grip on excitement and more. Try FX2000. 
with FX2000. The advanced ergo- SO good, you 
nomic design improves pilot won't believe 
comfort and resoonse—whether its real. 
right or left-handed. 


Le. FOR IBM & COMPATIBLE PCs. 
Suncom 
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Falcon AT artwork by Spectrum Halobyte. 


: Five puciguing airplane 
programs tet t you get te! close 
and personal ‘with t 


irdueci 


umans have never been entirely satisfied 
th the laws of gravity. Ever since our 
cestors crawled out of the primordial 
pright on terra firma, we’ve eyed the birds 
soaring effortlessly through the skies with a burning envy. 

These days it’s easy to hop aboard an airliner and be free 
of our earthly bonds, but the real high-performance birds— 
supersonic combat jets, for example—are still out of reach. 
Until you boot up your personal computer, that is. 

The latest PC and Mac airplane programs offer a 
first-hand look at everything from easy-going balloon 
rides to supersonic transport. You can watch video, 


check out specifications, and even manipulate models of 


ee 


the slickest, sleekest products of 
the aeronautical arts. 

Not surprisingly, most of 
these packages concentrate on 
military aircraft and the myriad 
ways that they can turn their 
enemies into cinders and still get 
back to base in time for lunch. 
But there are plenty of vicarious 
aeronautic thrills to be had without explosions, too. 

To see if we could tell a Cessna from an SST, we headed 
out to the electronic tarmac and grabbed onto the wings of 
five top flight-based packages: Arnowitz Studios’ historical 
Daring To Fly! From Icarus to the Red Baron, Medio’s per- 
sonal Jets!, Maris’ belligerent Warplanes, and Spectrum 
Holobyte’s pilot-oriented Wild Blue Yonder. To satisfy those 
who can’t get enough above-the-ground excitement, we also 
looked at Colorado Spectrum’s Flight screen saver. 

With these programs, you don’t have to be a flight- 
sim fanatic or a hard-core propellerhead to let your 
imagination soar—even while your feet stay firmly 
planted on the ground. 
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An excellent introduction to man’s proclivity 
to soar is Daring To Fly! From Icarus to the 
Red Baron. The disc explores our seemingly 
endless desire to levitate through a detailed 
history of flight. It wings its way from the 
ancient myths and early aeronautic visionar- 
ies like Leonardo da Vinci, through the dawn 
of modern avia- 
tion with the 
Wright Brothers 
and World War 
I flying aces. 
When. you’re 
talking flying 
machines, you 
want to feel the 


wind in your 
hair and the 
buzz of the 
yoke. This snap- 
py title delivers 
with colorful 
graphics, more 


than two hours 
of narration, 
and almost an 
hour of rare his- 
torical video footage, including-jerky 

white-clips 0 f the Wr 


ll anties at early 


efforts and some cornb 
barnstorming airshows 


iguing stories by 


chronological sequence, but _ n also go 
off in your own directions, E1 
story of the Red Baron-as a 


instance, or pause to explore 


ed items, 


62 


ience the 
show, for 
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such as the methods of early aerial 
warfare. You can also conduct a 
word search, or return to a previous 
location before continuing on with 
the narrated story of the infamous 


aerial marksman. Good stuff. 
(Arnowitz Studios; 800-336-2947; 


you down if y 


ping, but it may sl 


he skies. 


If you’ve got a little more high-octane fuel in 
your blood, check out Jets! for a healthy dol- 
lop of screaming, gut-twisting, sky-tearing, 
high-performance aviation. From the early 
bullet-shaped X-1 to today’s supersonic spy 
planes, you meet the machines, the pilots, 
and the scientists who have been ripping up 
the heavens for the past generation. 

What’s fun about Jets! is the way it 
works to humanize the pilots who flew 
these beasties. You'll discover, for instance, 
that super pilot Chuck Yeager got airsick on 
his first airplane ride. Or that Iven Kin- 
cheloe (who reached an altitude of more 
than 126,000 feet in the X-2) was so long 
and lanky that he could barely squeeze into 
the cockpit of most planes. The more than 
s of video are particularly intrigu- 


tening earthward spiral. 

In their efforts to enable us to go farther and 
faster, the brainiacs in the lab coats have come 
up with so he bizarre flying creations. Jets! cov- 
ers them all—from the reverse-wing design of 
the X-29A to thie Orient Express, a passenger- 
ere skimmer that looks like a 
buster. Another nice feature is 


e 


xt_Ol 
ae Hallion’ 
poking around fo 


— 
ren 


{edio Multimedia; 
D, $59.95) 


3866; W 
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5! by Medic 


fo devs.og a sopharncates, 
wae Larwead pyeplewing 


tewsh ted: he hy, figt on 
Desesusor -4, 1904 bwodd 


The unconventional reverse-wing 
design of the X-29A spices up Jets! 


Test Flight: Gets under the skin 
of the pilots crazy enough to jump into 
these high-powered hunks of steel. 
Great video with a solid scientific 
perspective. 


Warplanes 


OK, I know what you’re thinking, especially 
you flight sim fans. Flying is great, but it’s a 
whole lot more fun if you can blast other 


Air tactics enhance Warplanes. 


aE eee 
Say 


Warplanes includes an exhaustive database of 
military aeronautics. 


Yonder offers your 
Choice of armaments, 


( 7, Warpla 
plane strictly in terms of its ability as 
a ferocious killing machine. 

The first entry in a planned six- 
disc collection examines military air- 
craft in service since 1976, but the 
series will ultimately work its way 
backwards through World War I. 

Volume one abounds with tech- 
nical and historical detail about the 
aircraft used in the Gulf War, Arab- 
Israeli conflicts, and the Cold War. 
It supplies quick answers to the burning 
questions that have you lying awake at 
night: What is the top speed of the F-15 
Strike Eagle? Which air tactics proved deci- 
sive in the Gulf War? How many types of 
nuclear-capable planes are there in South 
Korea’s Air Force? Warplanes boasts a 
heavy-duty database with 1,300 full-screen 
photographs and more than an hour of 
video, as well as technical data on more than 
500 aircraft and 200 weapons systems. 

Several of the more prominent planes are 
featured in beautifully rendered 3-D models 
that are easily the best of all the flight pack- 
ages we surveyed. A mouse click gives you a 
full 360-degree view of these sleek fighting 
machines. It’s disturbing to realize they’re 
quite beautiful— in a scary sort of way. 

Another great Warplanes’ feature is its 
well thought-out air tactics section, where 
you can see the strategy in how pilots go 
after other planes and make ground attacks. 
It adds a nice real-world dimension to what 
rates as the preeminent multimedia refer- 
ence on military aircraft. 

Warplanes also includes three simple flight 
sims that use the DoMark flight-sim engine. 
Hop into an A-10 Thunderbolt fighter, 
C-130 Hercules transport, or a Soviet Su-27 
fighter and get your blood pumping. But after 
all that carnage only one of the three sims lets 
you shoot other airplanes out of the sky. 
Hmmph. (Maris; 800-336-0185; Win 
CD/Mac CD, $69) 

Test Flight: An exhaustive exami- 


nation of the planes designed to pound 
us into pulp. Best graphics of the bunch. 


on the last 50 years of the jet age. Episode 
two will cover the Golden Age of aviation, 
from the Wright Brothers through the 1930s, 
and the focus of the third installment has not 
yet been determined. 

Although Wild Blue Yonder has the most 
pedestrian interface of the five packages we 
examined, its content is ultimately the most 
satisfying. More than a roundup of metal 
and explosives, it aims to capture the soul of 
the men who flew the planes and recreate the 


tenor of their times. So in addition to photos 
and technical information on dozens of air- 
craft, you get interviews with the pilots, 
speeches from leading figures of the age, and 
period music from performers such as 
Charlie Parker and the Scorpions. When 
you’re poking around the cockpit, a back- 
ground audio track plays cockpit chatter 
among pilots and the sound of aircraft flying 
by. Nice touch. 

Another plus is the disc’s combat footage 
from Korea, Vietnam, and Desert Storm. The 
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Plight 
After all that scooting around the strato- 
sphere; the Flight screen saver may seem 
a bit tame. But don’t brush it off. The 
floppy-based program’s scope is not-as 
ambitious as the other packages, but it 
still hits its mark. 

Flight offers you the chance to spruce up 
the mundane world of Windows with more 
than 40 images and 15 aircraft sounds. Hear a 
F4U Corsair roar to life when you open an 
application—or replace the Windows wallpa- 
per choices with a close-up of a ferocious 
B-11 Flying Fortress bomber. Good nerdy fun. 

If all these pictures give you a hankering 
for the real thing, Flight includes an air 
events calendar, which is updated annual- 
ly. Select a time, geographical region, and 
an aircraft category and—voila!—a list of 
upcoming air events where you can thrill 
to the majesty of flight without leaving 
the comfort of the ground, or your beer 
cooler. (Colorado Spectrum; 800-238- 
5983; Windows, $29.95) 


Test Flight: For the flight ob- 
sessed, to be sure. The annually updated 
ait-events calendar makes it unique. {®, 


Aircraft Fly Bys 


Ens 


clips of the B-52 bombers dropping 70,000- 
pound payloads on North Vietnam are par- 
ticularly chilling. (Spectrum Holobyte; 800- 
695-4263; Win CD/Mac CD, $49.95) 


Pre World War tt 
World War It 
Post World War Ul 


Wild Blue Yonder follows the lead of 
Warplanes with an emphasis on death from 
above. The first in a three-part series focuses 


Fighter planes thunder to life when you open 
a Windows application with Flight. 


ELECTRONIC ENTERTAINMENT + January19955 G63 


| 
| 
| 


ee 


Po. asonic presents the R-E:A:L™ 3D0™ 
Interactive Multiplayer”. More powerful, more 
colorful, more versatile than ordinary systems. 
Warning. You may experience motion sick- 
ness. Be advised. Your heart rate may exceed 
normal levels. Caution. Play at your own risk. Hey, we're talking the 
R-E:A:L 8DO system, baby. The most intense, realistic system 
currently Known to man. 
We're talking up to 50 
times more power than 
ordinary PCs and video 
game systems. Photo 
realistic picture quality 
with up to 16 million 
colors. Custom multi- 
media architecture that \ 
takes interactivity Dozens of mind-blowing titles 
to a whole new and more are on their way 
dimension. The R:E:A:L 3DO system even 
plays audio CDs, photo CDs and soon 
video CDs.* This is the one system that 
makes it all feel real. 

Don't believe us? Pop in one of dozens of 
3D0O titles. Like Road Rash”. Whoa! What's this! 
Suddenly, you're on a high-tech motorcycle. As 
you speed through the squalor of decaying 
cities, you spot him. Too late. Instantly, some 

bozo is in your face. Bang! He nails you. You're 
sliding down the street and finally your rash-cov- 
ered body comes to a halt. You dust yourself off, 
get back on your bike, and the nightmare 

continues. If this game was any more real, 
you'd have motorcycle tracks on your back. 
So stop playing games. Start playing for 
real. To connect with the dealer nearest you, 
call: 1-800-REAL-3DO, ext. 123. 


* With optional adapter. 


| BDO INTERACTIVE MULTIPLAYER 


Panasonic 


just slightly ahead of our time.” 


3D0, the 3D0 logos and Interactive Multiplayer are trademarks of The 300 Company. The Electronic Arts logo is a trademark of Electronic Arts, In 


The entrance to the Magic Edge 
in Mountain View, Calif. 


Locations in Chicago; Dallas; Houston; 
Las Vegas; San Diego; and Walnut Creek, 
Calif. In Japan, locations in Tokyo, Kobe, 

Kyushu, and Yokohama. 


irtual World immerses guests in the fictional 
EP world of the Virtual Geographic League, a Se: : a 
secret society dedicated to the discovery and jim ——— 
exploration of other dimensions. Patrons become : TE 
members of the League and wait in a Victorian 
lobby-cum-bar before climbing into individual pods 
to assume the roles of interdimensional tank jockeys. 
Choose between two destinations: BattleTech, where you're 
at the controls of a giant walking tank and must annihilate 
your competitors in a glorious free-for-all, or Red Planet, 
where you race a hovercraft around the eerie canals of oe : 
Mars. Either way, the price is $7 to $9 for a 30-minute, rid wn. Pe 
experience—about 15 minutes of prep time, 10 minutes in wal to games of p. = ake a aa qi 
the pod, and a 5-minute debriefing with video highlights of your mis- nereel tv 
sion. The Virtual World chain has also recently added SiteLink, a high- \ 
speed network that lets game players in one center do battle with com- ¥.\ 


@ 
petitors from other centers around the country. gi 
When the game ends, you can rehash your action in a comfortable yuh 


snack bar while cooling off over drinks and simple munchies. \ 

Virtual World is probably the most family-oriented of \\ 

the cyber-bars, with kids of all ages bouncing A) ‘ 

through at any hour. Be prepared for Q\ 299 Ninth St. 
San Francisco 


415-861-2983 


con is primarily designed for the hip drinking-and-grazing crowd, 

but it also includes terminals where you can jack into the 
Internet and knock out an information request to the Louvre while 
snacking on a warm spinach salad. The atmosphere is utilitarian and 
sparsely furnished but projects a decidedly heavy dose of modern 
bohemia. San Francisco's celebrated Multimedia Gulch 
is nearby, so the techno-weenie quotient is high. 

The inside design of 

Icon is post-nuclear- 
disaster chic: A rusty 
metal sculpture perches on the bar, 
and hunks of rewired, repainted, and 
re-created techno-debris line the 
walls. Remember how family-style 
restaurants used to have games on 
their place mats? Icon adds a contem- 
porary twist by dappling the menu with 
computer talk—servings come in bits, 
bytes, and megabytes sizes. For dessert, 
check out the “Systems Overload" sec- 
tion. Of course, a bowl of clams is still a 
bowl of clams, whether or not you dub them “clams in a digital 
broth.” Still, the food and service are both pretty good. 

You'll have plenty to eyeball while you're at Icon: peo- 
ple pounding at the terminals, twisted pieces of old 
metal, and endless loops of computer-generated graph- 
ics and animation flashing on large video screens above 
your head. All to aid digestion, | imagine. 


traffic jams of adolescents on xe 
weekends. AN 
ah 
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save” 
os ec 


1950 Stemmons Freeway 
Dallas 
214-746-3673 


| f you simply can't bear the thought of clipping your electronic umbilical cord while 
EL you're out feeding your face at lunch, consider a stop at the High Tech Cafe. 

This 150-seat eatery in Dallas's InfoMart immerses itself in all sorts of high-tech 
paraphernalia. Sections include smoking, nonsmoking, and modem ready. An old 
Sperry Univac mainframe serves as the maitre d’hotel, while dozens of overhead 

lights made out of old PC monitors provide illumination. There's also a crazy 
bit of electronic vegetation made out of old motherboards. 

If that isn't enough, start paging through a menu that looks 
like a spreadsheet, and when your waiter (oops, | mean client- 
server) arrives, order up such delicacies as the “Florentine dip 
switch" and the “virtual burger” (made out of turkey). Then head 
over to the Space Bar and quaff a drink while you're playing Doom 
on one of the PCs located there. No 
word on how you're going to men- 
tally assimilate yourself into the 
quiet confines of your office after spending your 
lunch hour chewing up demons with a chain saw. 
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415-254-5550 


his is the first location-based entertainment setup to use high- 

powered Silicon Graphics workstations (the same machines that 

created the Jurassic Park dinosaurs), and it's a doozy. You'll be flying 
the X-21 Hornet, a supersonic dream machine that can zip from here 
to Honolulu in a heartbeat. 

After forking over your $12.75 (and donning a real flight suit, if 
the mood hits), you're put through a 12-minute briefing in a series 
of rooms made to look like the guts of an aircraft carrier. You're 
then led to a networked group of a dozen pods. Strap yourself into 
a fully equipped cockpit, and away you go, tearing up to 40,000 |= 
feet, then battling other pilots in dogfights above a realistic 
graphic world of canyons, oceans, and bizarre rock formations. 
Each pilot wears a headset to chat 
with (or taunt) other aerial hotshots, 
and the entire pod pitches and rolls in 
response to your throttle. 

Magic Edge also features a 200-seat 
dining room and bar where a TV broad- 
casts sports events, current missions, and 
the flight schedule. The food is surpris- 

ingly upscale (seafood lasagna Florentine, 

for heaven's sake) and is best eaten after 
flying to avoid embarrassing in-flight spit-ups. The 
clientele is primarily young and primarily male, and the Silicon Valley 
headquarters of Sun Microsystems, Intel, and Silicon Graphics are just up 
the road, so the propeller-head factor can get pretty high, especially Silicon Valley ese : 
around quittin’ time. Plan your trip accordingly. ; AL tension fying virtual j ae 
' attheMagic Edge. 


LARK 


MAGIC EDGE PHOTOGRAPHS BY WEINBERG & C) 


823 Yale Ave. North 
Seattle 
: 206-624-0057 


nce you make it through the fake phone booth in the lobby of the converted 
bakery building, you enter a vast warehouse space where a casual Generation X 
crowd is indulging in a wide range of technology-assisted interactive entertainment. 

Entros, a unique combination of upscale restaurant, hip nightclub, and 

“intelligent amusement park,” features a revolving collection of tech- 
nology-influenced games and activities designed for fun and 
mental stimulation. To keep things 
moving, a large staff of wisecracking 
game guides answer questions, assist 
beginners, and encourage players to 
work together. 
The current five-part “show,” called Spy 
by Night, introduces James Bond to Maxwell Smart 
and includes a life-size video game, a globe-trotting 
treasure hunt, and the popular MindShaft, a sensory 
obstacle course. Although the games sport high-tech 
trimmings, success depends on clever thinking, coop- 
eration, and teamwork, not quick reflexes, and the 
whole operation emphasizes fun, not competition. 

“We rely on the electronic highway without becoming a slave to it,” says production 
manager Bill Moore, who also coordinates off-site interactive events. The biggest 
problem, Moore explains, is how to keep people entertained when they're done drink- 
ing and waiting in line to play the next game. Admission is $10 to $15, and dinner 
entrées range from $8 to $16. 
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ENTROS 


1649 18th St. 
Santa Monica, Calif. 
310-828-8732 
(Internet: ecafe@netcom.com) 


"}) modern-day successor to the Beat poetry houses of the 1950s, the Electronic Cafe 
HE International is a gathering place where people from all over the world come to 
stretch the boundaries of communal creativity. The Santa Monica site (just west of Los 
Angeles) is the flagship, but the Electronic Cafe has affiliates in some 40 locations 
worldwide, including such exotic locales as Rio, Toronto, Barcelona, and Hong Kong. 
The Cafe is probably the most tech-heavy of all the cyber-bars, a place where the 
cheesecake and cappuccino take a backseat to sessions in which, for instance, cyber- 
nauts from as far away as Paris or Nicaragua chip in a verse to create a poem or work 
together to paint an electronic piece of art. Another day might see a 
video phone or teleconference setup used to discuss electronic privacy. 
One event featured Graham Nash playing guitar in Los Angeles accompa- 
nied by Todd Reynolds on his fiddle in New York. Although they were 3,000 
miles apart, the pair appeared together on the same screen thanks to Pacific 
Bell and Compression Labs. “Cyber-space is where the fun is,” explains 
codirector Sherrie Rabinowitz. “It's important to say that we want to do more 
than download movies and purchase things over interactive television.” 

The Cafe attracts an eclectic group of computer people, poets, writers, and 
musicians attracted by the cross-pollination of talent and ideas. “People pri- 
marily come here to check out the world of multimedia and telecommuni- 
cations,” Rabinowitz says. “But our coffee is pretty good, too.” ee 
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uper- powered by a 
Pentium” processor 
to put you in the 


Fame. 


T n’t no candy-colored cartoon, but live, in- 


»your-face streetball. You’re in the game, one-on-one. peive 
: nk, shoot and steal - anytime you want. But beware. You take on 
al players, in 100% constantly interactive game play. No lags. No delays. 

tant response. All in real video so sharp it’1l knock you into the front row. 
°>s it done? The power of a Pentium processor, a 2X CD ROM drive and two 
nt-pending technologies from Digital Pictures: InstaSwitch™ for instant 


taSwiteh®, QB stant action and DigiChrome® for dazzling video. You’1l need all this 


CDROM RESPONSE VIDEO Digichrome 


TECHNOLOGY 


technological wizardry to face the wildest B-ball players this side 
he ‘hood. So go ahead, try taking it to the hole. Who knows? You may even 
enough respect to face Scottie Pippen himself. It’s Slam City, baby. 


tores everywhere. It’s why you bought a Pentium processor in the first place. 


Chrome and Intel Inside are registered trademarks of Digital Pictures Inc. and Intel Corporation respectively. InstaSwitch D 7 . t i Pp ; ii 
City are trademarks of Digital Pictures, Inc. Pentium is a trademark of Intel Corporation. ©1994 Digital Pictures, Inc. | g l a | C U l e S 


That’s Mister Brittany loves a “Hew'd you get 
Scottie Pippen winner. And only up that high?” When Movie-Makers Make Games, 
to you. a winner. Everything Else Is Just Cartoons. 


tar Trail offers you everything you've been missing in a true fantasy 
role-playing experience... a rich and intricate world... detailed 
characters... an epic quest fraught with danger... 


The world of Arkania returns with incredible sound, speech and music, 
spectacular graphics... and an experience you won't forget! 


‘TTOOTEMPTING TO RESIST? 


Graphically detailed automap with Smooth-scrolling 3D movement 


zoom, move and edit capabilities Intelligent keyword dialogue system 


Fully editable diary automatically 


Print option for diary 
records game events anthcharueier Anto | 
Brilliant graphics, stunning 2 levels of difficulty 3 


cinematics, incredible sound effects provide a challenge 


and digital speech Penavceant laren 
Fully animated, phased-time, experienced players GRAPHICS & SPEECH 
isometric 3D combat with improved 

auto combat system 


“3D scrolling animations and massive improvements on both the graphics and sound 
fronts now complement a game engine which the designers have redesigned in detail, 
responding to virtually every criticism levied against [Blade of Destiny].” 
— Strategy Plus, September 1994 


“Fans of Sir-tech’s Realms of Arkamia series: Rejoice!” 
— Flectronic Entertainment, September 1994 
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Access Software’s 
cutting-edge 
adventure comes 
to a screen 
near you. 


By Christopher Lindquist 


ex Murphy is back and 
doing what he does best- 
saving the world. But in 
Under.a Killing Moon, the 


Humphrey Bogart-meets- | 


Don Rickles private investi- 
_ gator has his hands ful-fo 
CD-ROMs (two gigabyte 
worth of new cases to crack. 
Tex’s digs are run-down and 


dated, and he’s preoccupied with 
_-his.misspent youth ‘and’ his recent 
divorce. But you can always count an 
on this shamus for top-notch i 


adventure. This time around Tex 
must unravel a futuristic. mystery 
a variety of expen- 


sive 5 Baubles stolen from an even 


wider variety of attractive dames. 
That’s not an easy assignment, 
especially when you report to the 
Great PI. in the Sky himself. 

Tex first hit the silicon screen in 
1989 as a do-gooder gumshoe in 
Mean Streets. He appeared as both 


an animated character and a digi-. 


tized still-image complete with a 
voice track. In 1991’s Martian 
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low-res “live action” character with 
a Staccato step who led you on a 
clue-snooping escapade complete 
With voice-synched live actors. — 
‘Under a Killing Moon pushes 
ology envelope once aga 

with characters (played by real 
actors the likes of James Earl Jones, 
Brian Keith, Margot Kidder, and” 
Russell Means) interacting in an f 


around your screen, you géta 
gumshoe’s-eye ction. If 
you get few an onli 
points you in the right direction. 
All the enhancements have 
delayed the game for months, but 
now Tex is back—bolder and better 
and ready to save the world (again!). 
For clues on how to help him out, 
embark on our Guided Tour. You 
never know what secrets you might 
discover. (Access Software; 800- 
800-4880; DOS CD, $99.95) 
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i HiT Prescr reaver : 


: = nee emeenceaniat pac 
Ok, 1 can use this. My nase has started sagging lately 


makes it hard te breathe. Now. what kinda into ua 
Btonking for. pmmm? 
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: Gauxuiary PANEL 
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came | [COMBINE 


WA A PAS 
if 


j HINT 7 TEXT / TRAVEL, 
: 


¢ auoamiaRY PANEL | 


In case you've forgotten, the fourth rule of a Bt. is 
Bon't get caught. Faybe you should get the 
Chameleon to league the Main Wall before you stranin 


Something fishy 
is going on at Tex could do worse than haunting this overpriced 
G.R.S. Research electronics shop. Thank the bank for plastic 


and Development. money, and don’t miss the Blue Light Special. 
Check out the : : = : 


name plates. Hey, 
do you feel like 
you're heing 
watched? 


Rusty Clown’s 
Novelty Shop 
has seen better 
days. Despite 
the schlock, the 
masks look pret- 
ty realistic, and 
that giant clown 
face looks rather 
interesting. 


Franco Franco doesn’t take lip Somebody cleaned out this sitting 
from anybody. But Tex might be room before Tex got here. Mayhe 
able to loosen up this jaded they left something useful behind? 


character by bringing him a gift. Hmmm, that chandelier looks as if 


it’s still in one piece. 


Tex can’t solve this mys- 


The Great P.I. in the Sky tery ifhe keeps his feeton | 5 
(played by James Ear! Jones) the ground. Eventually he’! ia ‘ A i 


regards our down-and-out have to board this space 


gumshoe as a knucklehead station. That's where the J : oe Oy 
who doesn’t have what it party really starts, and t : 
takes to solve the case. It’s up he’d better remember to 
to Tex to prove him wrong. bring the chips. 


The old Acme 
warehouse is in 
pretty good shape. 


MMe §=— Pay attention here, 
wee particularly to the 
ponte: top of the landing. 


van he 3, 
em acacia, It’s key. 
jeer of rer 

‘ reeueel 


: Pauruany rave! Thanks to Steve Witzell, vice presi- 


dent of marketing, and Mark Hulka, 
developer at Access Software. 
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Are you frustrated with your joystick cause its just not meeting the demands of your favorite PC games? Does it lack that extra thrust 
you need to overtake the enemy? Is it missing that pin-point accuracy and superior control? Well, don't get mad. Get LETHAL! 


The Lethal Series by QuickShot is a new line of quality game controllers for the IBM and compatible PC. With features like built-in 
throttle control, positive response fire buttons, and high-speed turbo-fire capability, the Lethal Series will meet your need for speed, 
accuracy, and control. So experience the difference with the Lethal Series. * Shown above: Q$201 Super Warrior (left) and QS203 Avenger (right) * 


QuickShot Technology, Inc. 47473 Seabridge Drive, Fremont, California 94538 Tel: 510-490-7968 Fax: 510-490-8370 


) INSIDE 


Quarantine 


Strategy 
Games 


Heroes:of Might 
& Magic 


Master of Magic 


NHL Hockey ’95 


Planet Soccer 
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Booking on Game Guides 


T.. major strategy-guide publishers have revved up the 
presses to bombard you with an array of books just in time 
for the holidays. If you’re wondering why there are so many 
guides and what the titles like 
“Official” and “Authorized” 
mean, here’s the scoop. 

Roger Stewart, Prima Enter- 
tainment Division publisher, says 
“The electronic game industry 
has really become a mass market 
phenomenon.” Gaming is no 
longer the hobby of a small 
group of enthusiasts. There are 


ALIGN > lots of players 
LEaAcCY and that drives 


Qe WAL game book sales. 
Hl But why do 
people buy game 
guides? Gary 
Masters, associ- 
ate publisher 
at Sybex—the 
largest publisher 
of unofficial game guides—says that most 
buyers are seasoned players stumped by increas- 
ingly difficult games. “Game books are becoming 
more popular because games are becoming larger 
and much more complicated,” Masters explains. 
“With Pong you didn’t need a game book, but if 


THE OFFICIAL SYHsTESY GuiDe 


OFFICIAL PLAYER 


$ 
i ier A srs ws 
7 eons. Exo wns 


Book publishers are 
releasing a slew of 
game guides for the 
holidays. See sample 
listings on page 80. 


and Mac CD as well as a Sigma Design 


ReelMagic edition with MPEG. 
r 


you're playing X-Com, you'll need some help.” 

Ronald Resnick, vice president of books at Infotainment 
World, publisher of GamePro and Electronic Enter- 
tainment, estimates that 25 to 30 percent of people who 
buy a game purchase its hint book. For popular games 
like Doom and TIE Fighter, that adds up to a substantial 
number. 

With big money at stake, publishers race to obtain licens- 
ing rights to the next hot title so they can release it first as 
the “Official” or “Authorized” guide. These tags are mostly 
marketing mumbo jumbo, but they can provide clues about 
what you'll find inside the covers. 

“Official” or “Authorized” means that the publisher 
obtained the licensing rights to the game’s intellectual 
property—copyrighted logo art and titles, such as Star 
Wars or Star Trek. Guides with titles that read “Ultimate” 
or “Unauthorized” were written without the game compa- 
ny’s consent. 

Official guides can have some advantages. These books 
are created in cooperation with the game developer. Hence, 
official books may have more cheats and secrets than an 
unauthorized book. 

Don’t ignore unofficial guides, though. “A lot of people 
are swayed by official books, but sometimes these are the 
worst ones because they are based on betas (prerelease ver- 
sions of games),” says Masters. He cites Sierra On-Line’s 
Outpost as an example in which large sections of the game 
described in the manual and strategy guide were never imple- 
mented in the final version. —Bill Meyer 


check out DoubleTalk, the Sports Version 
from B&E Games, available now. Players are 
challenged by a collection of hormophone and 


premiere courses to create the 
photo-realistic backdrop for the Skins Game 
at Bighorn, its newest CD-ROM golf game. 
Players compete in skins tournaments or enjoy 
regulation play while Joe Bellam—a favorite of 
Mel Brooks—acts : a 
as your trusted, 
albeit wise-crack- 
ing, caddie, Return 
to CyberCity, the 
sequel to the 
Japanese cell-ani- 
mation game Es- 
cape From Cyber- 
City, is also due in 
January. Look for 
the CD-i, DOS CD 
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» BIGHORN |= a 


Sony Imagesoft is planning to release more than 
adozen Sega CD games to keep you busy dur- 
ing the holidays. In the group are several sports 
titles sponsored by ESPN, such as ESPN 
National Hockey Night and ESPN Sunday 
Night NEL, as well as a host of full- 
motion action/adventure video titles 
such as: The Exterminators, Franken- 
stein, and No Escape. If you like game 
shows or cute rodents, check out Jeop- 
ardy, Wheel of Fortune, 
and Mickey Mania: The 
Timeless Adventures 
of Mickey Mouse. 
is 


The Skins 
Game at 
Bighorn fea- 
tures photo- 
realistic 
courses and 
players. 


Sports fans and lovers 
of language should 


homonym puzzles. Here’s a taste: What similar- 
sounding words can mean both a Catholic pay- 
' series of Major League base- 

ball titles? Answer: penance/pennants. S 

| 
Adventure game company Legend Enter- 
tainment has signed an alliance with Del Rey 
Books, a leading science fiction and fantasy 
publisher. Legend will base games on the origi- 
nal stories of Del Rey authors and Del Rey will 
publish books based on Legend games. Look 
for the latest Legend adventure game, Death 
Gate, bundled with an un blished short story 
by Margaret Weis and Tracy Hickman, authors of 
the Death Gate book series. 

hel 


X-Wing was one of the top-selling games of 
: (continued on page 80) 


[The competition ] 


- 
of 


66 9 
ES ees aD THEY HAVE STATS. 


WE HAVE ALL THE MAJOR LEAGUE 
TEAMS, AND ALL THE oye indian tind THEY HAVE ALL THE STATS. 


MAJOR LEAGUE PLAYERS. 


What good are stats if your players look like a bunch of mutants? ESPN Baseball Tonight is the first PC an 

baseball game to combine great stats with all 28 major league teams, all the players, and great gameplay. Es 
We filmed live players and digitized them into the game using 15,000 frames of player animation. So you'll see 

every detail, from the baserunners nervous lead to the batter's depressed walk back to the dugout after he whiffs. 
Super VGA graphics display the game in 256 colors — more than any other game. Even the management is 

‘realistic. You can trade, edit and change players’ stats. With over 10 minutes of video highlights, instant 

heda 4 replays and ‘live’ commentary from ESPN’s Chris Berman and Dan Patrick, this is the most realistic 
: PC baseball game out there. If you don’t believe us, our competition has plenty of statistics to prove it. 

For PC CD-ROM and floppy disk. Also available for Super Nintendo, aN 
fier EVERYTHING ELSE IS JUST PRACTICE. Sega Genesis and Sega CD. 


ESPN BASEBALL ae eles BY SONY oe 2400 BROADWAY, SUITE 550, SANTA Monich, CA 90404. SONY IS A REGISTERED TRADEMARK OF SONY CORPORATION. IMAGESOFT IS A TRADEMARK OF SONY ELECTRONIC PuBLISHING. ©1994 Sony CN PuptisHiNG Co. ESPN AND BASEBALL TONIGHT ARE TRADEMARKS OF ESPN, INc. 
EGA, GENESIS AND ecb ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RIGHTS RESERVED. SUPER NINTENDO ENTERTAINMENT SYSTEM IS A REGISTERED TRADEMARK OF NINTENDO OF AMERICA, INC. ©1994 NINTENDO OF AMERICA, INC. ALL RIGHTS RESERVED. OMLBPA MSA. OFFICIALLY LICENSED BY THE MAJOR LEAGUE BASEBALL PLAYERS ASSOCIATION 


Here's a sample of the slew of strategy 
guides available for Christmas. 


The 11th Hour 

Official Strategy Guide—Prima 

11th Hour/7th Guest Companion—Sybex 
Alien Legacy 

Official Players Guide-Infotainment World 
Armored Fist 

Official Strategy Guide—Prima 
Colonization 

Official Strategy Guide—Prima 
Dark Forces 

Official Players Guide—Infotainment World 
Doom Il 

Official Strategy Guide—Prima 

Warnors Guide to Doom Il-Sybex 
EarthSiege 

Official Players Guide—Infotainment World 
Falcon 3 

Official Combat Strategy Book—Prima 
Front Page Sports Football 

Official Playbook-Prima 
Kings Quest VII 

Official Players Guide-nfotainment World 
MechWarrior 2 The Clans 

Official Players Guide-Infotainment World 
Microsoft Space Simulator 

Strategies and Secrets—Sybex 

Official Strategy Guide—Prima 


(Scouting Report continued from page 78) 
_ "93 and '94, so it’s no surprise that Luca: 

has released the X-Wing Colle 
features six new X-Wing, A-Wing, 
missions—cranking up the mission total to 
122—enhanced flight and ship graphics, and 
vocal tracks for more than 1,000 new studio- 
recorded mission briefings. 

c! 

Thanks in part to America’s love affair with 
expensive merchandise and nifty logos, hock- 
ey is enjoying somewhat of a renaissance in 


the States (lockout not withstanding). So for 


aspiring Gretskys, Accolade is releasing Brett 
Hull Hockey ‘95. It features Brett Hull and 600 
of the game's other great players. If you're into 
fast machinery, but still love competition, look 
for Cyclemania from Accolade, featuring six 
different motorcycles and five treacherous 
roads filled with oncoming traffic, cycle cops, 
and lots of ambulances. 
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Authorized Pilots Guide-Infotainment World 
Mortal Kombat I! 

Official Power Play Guide-Prima 

Official Players Guide—Infotainment World 
Panzer General 

Official Strategy Guide—Prima 
Phantasmagoria 

Official Players Guide—Infotainment World 
Relentless 

Official Players Guide—nfotainment World 
TIE Fighter 

Strategies & Secrets-Sybex 

Official Strategy Guide—Prima 
SimCity 2000 

Strategies & Secrets—Sybex 

Power, Politics, and Planning—Prima 

a Under a Killing Moon 

Players Guide—nfotainment World 

Official Strategy Guide—Prima 
X-Com UFO Defense 

Official Stategy Guide—Prima 

Strategies and Secrets—Sybex 


Prima Publishing 
800-574-2332 


Sybex Books 
800-227-2346 


Infotainment World Books 
800-574-2332 


Dodge oncoming traffic and cycle cops in 


Accolade’s Cyclemania. 


= 

In the mood for a ton of shareware? Spotlight 
Software, makers of The Entertainment 
Collection—the only major shareware game 
collection sold national stores—is 
releasing 1000 On One ding to Spotlight, 
it has more programs on a single CD than any 
other product, inclu 100 games. Expect 
quantity, if not quality. 
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Jise 21: Sweep from Down-Back to Back, 
and ini A and C. 

Sweep from Down to Down- 
Korwatdl Left Shift, and press A. 


super Sut Taunt, get up close, press 
A, and Left Shift 
While pumped up, move close, 
and hit Right Shift. 


staff Ir 3: Charge Back, press Forward to 
get close, and hit Left Shift. 

[ Sweep from Down to Down- 
Forward to Forward, and hit C and Right Shift. 


p k: Get up close, Taunt and sweep 
Down, Down-Back, Back, and hit C and Right 
Shift. 

Heac p: Charge Back, press Forward, get 
close, and hit Left Shift. 


\ f: Charge back, hit C and Right Shift. 
Hasek Breaker: Up close, hit A, B, and C. 


S Decay n: Spin from Down to Down- 
Back " 0 Back, and hit Left and Right Shift 

f: Charge Back, press Forward, and 
hit Left Shift. 


e: Spin from Down to Down-Forward to 
Forward, and hit A, B, and C. 

head Smash: Taunt, press Forward to get 
uleas, and hit A and Left Shift. 


B k: Taunt, press Forward to get close, 
aii hit Rot ant 

df e: Spin Down, slide Down-Back to 
Back, iia hit A, B, and C. 


GO AHEAD 


The: ultimate game fo the rmchair uate is: coming ie fall t to your cD- ROM drive! Put your knowledge: 
of the ‘game of football to the. test. — are you a Rookie, a Pro or a Veteran? Choose your team and your 
“conference (AFC or NFC), and: try to gain yardage by answering multiple choice questions about Hall-of- 
Famers, Super Bowls, rules — over 1,500 NFL approved questions. Answer correctly — the crowd goes 
wild! But a wrong answer could get you booed off the field, or even sent to the showers! There’s live-action 
video and photographs from NEL Films, a packed stadium, a locker room, commentary from Pat Summerall 
and Tom Brookshier — the whole pro football experience, and you don’t even have to get out of your chair! 


(Sorry. No blimp.) 
Available for PC, Macintosh, Sega CD™ and CD-i. 


cm ™ 


PHILIPS 


INTERACTIVE 
M — Db 1 A 


FAPC 


Multimedia PC 


The Multimedia PC logo is a certification mark of the Multimedia PC Marketing Council, Inc. 
CapDisc is a division of Capitol Multimedia, Inc. 


CapDisc 


' Even a single 
- mounted dragoon 


IPS 


He moves quickly 
= i and can subdue a 
rival’s entire town 
all by himself if there are no 
defending militia. All the city’s 
inhabitants will then come over to 
your side. # Send out a scout as 
soon as possible after your first 
landing to survey the continent. 
There are hidden treasures in the 
land you want to find before your 
rivals do. @ Place your colonies in 
close proximity: two to three 
squares between sites. The sur- 
“| rounding landscape will determine 
their production characteristics, 
and you'll need to move supplies 
and specialists between locations 
to complete vital buildings. 

Settle close to the edge of the 
map so that your ships have quick 
access to a European port. 

To maximize production, move 
complementary specialists to the 
same town: a lumberjack and a 
carpenter, a trapper and a fur 
trader, and so on. 


is a powerful force. 


Fi... do you top an ultrapopular strategy 


game? If you're MicroProse, you don’t even 


_ try. Instead, you clone the concept into a new 


arena. Meet Sid Meier's Colonization, the 


successor to Civilization, in 
which you attempted to 
build an entire civilization 


from the dawn of history. 


You begin Colonization in 
1500 A.D., leading the forces 
of England, Holland, France, 
or Spain as they invade the 
New World. Choos- 


ae 
arses i 


ce 


qe uy ala 


ing different govern- 
ments brings different benefits: The English, for 
instance, get more immigrants than anybody else, 
which lets them build up colonies faster. The 
more aggressive Spanish, on the other hand, have 
an easier time colonizing by conquest. 

Unlike Civilization, Colonization presents no 
barbarian hordes to worry about—just eight 
Native American tribes spread across the dozens 
of villages that dot the horizon. Friendly at first, 
they grow alarmed as you expand, fortify, and 
ignore their presence. Raids may follow, and the 
tribes’ knowledge of terrain can make travel haz- 


ei et ae g 


ardous for new immigrants and existence tenuous 
for young colonies. 

If all you had to face were the locals, life would 
be tough enough, but you also have to contend 
with three rival world powers. They pop in sud- 
denly and order you off the land you’ve occupied 
for years. Anger them, and they attack your stock- 
ades, blockade your ports, capture your cargoes, 
and place missionaries in nearby native villages to 
denounce your activities. 

So, what do you do? Bludgeon your enemies 

into nonexistence a la Civilization? Not likely. 
You can’t attack their home provinces, so defeat- 
ing them simply means they’ll pop up again some- 
where else. Wearing them out can take some time: 
At the game’s higher 
levels, your oppo- 
nents are extremely 
shrewd, and they’ve 
got looooooong 
memories. 

Internal affairs 
aren’t always rosy, 
either. Your home 
port provides 
cheap labor and 

goods at first, 
but taxes and 
prices gradually 
rise to extor- 
tionist levels. 
Of course, 
you can al- 
ways stop trading 
with the motherland, but the real solution is to 
declare independence. Suddenly, the Crown is the 
enemy, and you find yourself courting rival pow- 
ers to find an ally. Make the revolt stick, and you 
receive a hefty bonus when the year 1800 rolls 
around and the game officially ends. (If you’re 
still having fun, you can go on playing after the 
score is totaled—and even avoid declaring inde- 
pendence—but you stop earning points at the 
beginning of the 19th century.) 

Like any good strategy game, Colonization 
requires a mix of luck, savvy planning, and 
detailed resource management. Where you put a 
city determines whether it will specialize in trade, 


/or ore for building 
well-chosen site can 


York, and New York Mills, Minnesota. 

Once you pick a site, you have to add build- 
ings. Different types of structures bolster your 
defenses, increase the rate of immigration, or 
boost the production capabilities of specific 
industries. Others help generate liberty bells that 
let you build larger, more efficient colonies and 
gradually add the all-important founding 
fathers—from a supplied list of historical fig- 
ures—to fill out your constitutional congress. 

Each founding father (or Mother, in the case 
of Pocahontas) comes with certain advantages. 
Magellan, for instance, gives all your naval ves- 
sels an extra movement point. Choose La Salle, 
and all colonies automatically acquire a stock- 
ade. You pick each founding 
father from one of five cate- 
gories—trade, religious, explo- 
ration, political, or military. 
The founding fathers you 
choose shape your approach 
to the New World—and to 
winning the game. 

Other key individuals are 
the experts, who perform 


d if you manage to 
ich’ Aztec cities, you can 
f And while the period 
music lends atmosphere, the visuals do not. 
Colonization’s low-res graphics and dull color 
palette add little to the experience. Enter any 
Colonization 
city, and you see 
identical tiny, 
dark brown 2-D 
sketches of com- 
pleted buildings 
jumbled at ran- 
dom over a light 
brown back- 
ground. Not 
exactly an in- 
spiring skyline. 


sri aeons 
avinn sia ie 


That Col- 
Onization 
comes alive in 
spite of barely 
adequate 


selected tasks with two to 
three times the efficiency of 
free colonists and indentured 
servants. There are 25 kinds of these specialists 
available. You can buy their services at wildly 
inflated rates from the Old World, wait for 
them to randomly turn up as immigrants, or 
create your own with training in schools, col- 
leges, and universities. Of course, training spe- 
cialists takes time, and the trainer is not avail- 
able for other tasks. 

Sound complex? It is—delightfully so for strat- 
egy gamers. And we haven’t even gotten to the 16 
kinds of cargo you can buy, produce, and sell or 
the 21 types of terrain to explore. Colonization’s 
300 years cram in as much activity as 
Civilization’s 4,000. You'll spend plenty of time 
managing your colonies and goods with the aid 
of various reports, although the game is obliging 
enough to warn you when stocks of important 
supplies (such as food) begin to run low. 

The game is well balanced, which is extraordi- 
nary considering the level of detail. On the other 
hand, the game’s dynamics are a little shaky. 
Civilization develops smoothly by incrementally 
adding new elements—from power plants to bat- 
tleships; Colonization’s implementation is static by 
comparison. Nearly everything you want is avail- 


Just when you thought the New World was yours, 
the French show up. 


graphics is 
testament to 
its overall 
quality. Its strong artificial intelligence, strategic 
complexity, easy configurability, and remark- 
able balance make Colonization a product 
whose challenge can’t be resisted. 


idl Wi 
MicroProse 
800-579-7529 


Platform: DOS 

Requires: 386, 1MB RAM, MS-DOS 5.0, 
VGA 

List Price: $59.95 


plenty high on variety, configurability, and game 
balance. A must for strategy gamers. 


Colonies are even less exciti 
at than Civilization’s cities. 


| vateer you own is supposedly — 


® You've found a 
treasure cache, 
but it takes a 
galleon (which 
= you don’t have) to. 
move it back to | 
Europe for credit. No problem: 
Just set up an improvised colony 
on the nearest coast and move _ 
the gold inside. The Crown will 
offer to pick it up for a large fee. 
Do this a couple of times and 
spend your rewards on a galleon | 
for the next occasion. @ That pri- 


IPS 


untraceable, but your rivals — 
know better. Avoid attacking any 
‘world power you don’t want to 
hit you back. @ A couple of dra- 
goons can wreak havoc among 
the Aztecs. Ill take time, but 
| you'll reap a large fortune as you 
destroy city after city. © Tryto — 
locate at least one colony on a_ 
thin strip of land that automati- 
cally gives it two ports. That'll 
frustrate blockading frigates on 
one side that can’t chase your — 
ships out the other side. @ Kee 
on good terms with at least on 
of your world rivals. You'll need 
them when you finally declare 
independence and all trade wi 
the motherland is cut off. 


~— 


By Al Giovetti 


In the Temple 
"of Tyr, penetrate 
the inner circle 
_ of defenses by 
= shooting an arrow 
at the switch in 
the upper right corner. # In the 
ringing mountain, kill only 
Draxans. Protect the brightly col- 
ored Verini. ® Use magic arrows 
purchased from the halfling in the 
third tree west of Tyr to kill ene- 
mies. Do so one at a time and 
from far enough away to avoid 
direct combat. ® If outnumbered, 
conjure up a single monster to 
distract the enemy. * In the 
Verini temple, volunteer to get 
the ruby after the seal is broken. 
In the Soul Shard tapestry, 
place shards of glass on the 
Chandelier of Ancestry while in 
battle. © Don’t use the word you 
when talking to the Sultan. © The 
hero’s fountain, in the under- 
ground Yuan-Ti tunnels, can res- 
urrect elves. © Enter a hole in the 
ground just northwest of Tyr to 
find a pit containing magic boots. 


IPSs 


While the animation 
sequences are mostly 
smooth, some slow 
down or become jerky 
if you select the wrong 
sequence of events. 


BUGS 
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thas is a bleak, foreboding world—and it’s 
getting bleaker. Defiler magic is sucking the life 
force out of all living things on the planet, threat- 
ening to leave nothing but the dead husk of a 
desert world. 

The power of these defilers trans- 
forms evil men into dragon kings: 
gnarled and twisted vessels of raw 
power. As the leader of a party of 
four adventurers, you must stop the 
dragon kings from taking over the 
town of Tyr. 

Wake of the Ravager is the sec- 
ond incarnation of Strategic 
Simulations’ latest game engine, first 


seen in the popular Dark Sun: Shattered Lands. 


This massive, plot-rich sequel is based on 

TSR’s (creator of the original Dungeons and 

Dragons) Dark Sun series of books and 
paper-based role-playing games. 

The new game adapts ISR’s 
tried-and-true rules and game 
play, rich history, and combat-and- 
magic system to create an engrossing 
adventure that has a flair rarely seen in 
computer games. Wake of the Ravager plays 
the way a good book reads, with complex char- 
acter development and plenty of conflict and mys- 
tery to keep the story moving. 

Choose the characters for your party from a 
preset list, or generate your own hearty band. 
You can even transfer your favorite characters 
from Shattered Lands into the game. That’s espe- 
cially useful if you’ve created Shattered Lands 
characters that possess magical weapons—Wake 
of the Ravager has few such weapons, so they'll 
come in very handy. 

Wake of the Ravager offers two modes of 
play. During combat you see each opponent and 
adventurer; while adventuring you see only the 
lead character. You can also set the difficulty level 
of the game’s turn-based combat system depend- 
ing upon your skill and preference. And you can 
choose from more than 200 spells, which add col- 
ors and sounds to the onscreen action. 

You carry on conversations between charac- 
ters by selecting from a menu of choices; the con- 
versation text appears at the bottom of the screen. 
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Game settings, spell casting, and character stats 
pop up in additional windows. The cumbersome 
inventory screen pops up in yet another window. 
Unfortunately, the game doesn’t support more 
than one onscreen pop-up window at once, which 
forces you to spend time constantly opening and 
closing windows. 

Wake of the Ravager comes on floppy disk and 
on CD-ROM. The CD version delivers great 
speech, sound effects, and music, but this makes 
it very complicated to load the game. That’s 
because Wake of the Ravager requires a 
whopping 620KB free conventional 
memory, and the CD-ROM version 

requires you to load the CD-ROM 
drivers in order to play. Bring out the 
boot disks! 
Still, if you can get past the technical 
challenges, you'll discover a plot- and combat- 
filled game with enough style to satisfy even the 
most demanding role player. 


Wake of the Ravager 
Strategic Simulations 
800-245-4525 


Platform: DOS CD, DOS 
Requires: 386/33, 4MB RAM, VGA, mouse 
List Price: $60 


GAME PLAY: 
ETTING STARTED: * *« * 
GRAPHICS: 


VALUE: 


The Wake of the Ravager offers well-written, 
stylish role playing, once you get over some 


G 


technical hurdles. 


VIRTUAL PILOT PRO™! Taking the 
best features of the award-winning VIRTUAL 


PILOT™ plus added viewing capabilities and fire 
buttons, it is ideal for advanced flight simulation 
and driving games. For those who take their game 
playing seriously! For IBM PC-compatible computers. 


Fly higher with 


intense flight ever with FLIGHTS’ CK PRO 

3p0™, the first 3D0 analog joystick. A thrill to 
use with 3D0 software from companies like 
Crystal Dynamics, Domark, and Dynamix! 


TRACKBA i 
LL PRO™ js a great alternative to 


the traditi 

ional mous 

: e. 

professional pointin It also serves as a 


of your aircraft without ever 


Take total control 
ick! 


removing your hand from the st 


Fly the best! 
sas ; FLIGHTSTICK PRO for Macintosh™ features a 
“J a 4 programmable trigger, three fire buttons, and a publishin Q device for d 
f programmable eight-way switch. It attaches to for both rae and cee 
. 4 | the ADB port found on Mac SE or later models comput -compatible and lV eared 

A | f } ers. nd Macintosh 

— © and requires 6.0.7 software or higher. 
he Z| 
PRODUCTS 
970 Park Center Drive » Vista, CA 
_ CA 92083 + Phone: 
one: 619 598-2518 * FAX: 619-598-2528 Macintosh is a registered trademark of Apple Co 
mputer, Inc. 


3DO is a trademark of The 3D0 Company. 


By Rick Raymo 


eae : a 
This guy gives ¥ an easy 


Search every 
flowerpot and 
trash can for 
goodies. ® Spend 
most of your time 
in Athletic mode. 

You can run away if you have to. 
Read all the signs and talk to 
everyone who’s not attacking you. 
You can stock up on money by 

entering and exiting near cash 
registers. @ Get the red syrup 


before leaving your home island. 
When you get to the desert and 

make it safely to the shore, kill 

the guard by the gate. He’s got 


the key. # In the second dungeon 
below the desert, avoid the log 
and jump over all holes (if 

you fall in, start over). Switch 
order is: middle lever once, right 
lever once. @ Get your own boat. 
Then you don’t have to depend on 
the ferries. 


a solve 
oat pass if you 
ua ferryb box puzzle for 


Relentless: 
Twinsen’s Adventure 


Ti. words new and original ought to be sacred. 
Instead, gamers are continually subjected to “new” 
Doom clones and “original” Sim-somethings. 
There are many times when 
you just want to cry out 
in frustration for some- 
thing that’s both differ- 
ent and fun. 

Fortunately, Relentless: 
Twinsen’s Adventure, 

from Electronic Arts, deliv- 
ers on its promises. This 
action/adventure game fea- 
tures outstanding graphics, 
great puzzles, plenty of fights, 
a seriously awesome quest, and—best of 
all—true originality. 

The action takes place on a small 
planet at the outskirts of a remote 
galaxy. You play Twinsen, a 
member of the Quetch race, 
expected to fulfill a prophecy. Doing 

so requires you to collect several mag- 

ical objects. With these objects, you 
can overthrow Dr. FunFrock, the 
local tyrant; save your world; and 
rescue your significant other. All in 

a day’s work, right? 

The game was designed by France’s Adeline 
Software, which employs some of the same fine 
folks who brought you the first Alone in the D; 
game (they had nothing to do with the sequel 
This crew knows its polygons—and how to use 
’em. Thanks to Goraud shading and isometric 
views, you play in a wonderfully textured surreal 
environment with a sensational 3-D look and feel. 

Using only the keyboard, you can control 
Twinsen’s physical and emotional states as well as 
his movement. Hit the space bar to initiate con- 
versation, start a search, and manipulate objects. 
You can select from four attitudes depending 
upon the circumstances: Normal sets Twinsen 
moving at a walking pace, Athletic gives him the 
energy to run and jump, Aggressive sends him 
looking for a fight—complete with kick-and- 
punch-based attacks, and Discreet lets Twinsen 
tiptoe, crouch, and hide. 

You set out on your quest, traveling about via 


him. 
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and air. The activity is continual: You 

to people, get into fights, complete puzzles, and fig- 
ure out where to go next. You collect items and 
powers such as magical protection, weapons, 
books, keys, gas for vehicles, and even a jet pack. 
There are 40 unique locations, but the game is 
nonlinear, meaning you can visit and revisit loca- 
tions in whatever order you choose. It may take 
you 70 hours or more to complete the game. 

Relentless, while great fun, is not without faults. 
You may have to start your machine with a boot 
disk if you use an expanded memory manager. 
Another annoyance is the fact that you can’t save 
the game where you want; you have to wait for the 
game to save itself automatically at various mile- 
stones. This can be a nuisance if you want to quit 
between milestones and pick up where you left off 
later. You'll spend considerable time redoing areas 
that you nearly completed. In addition, the con- 
trols take a while to get used to (although it’s 
worth the effort). Lastly, the game could have 
taken better advantage of the CD-ROM medium 
to add more speech and sound effects. 

But even with its imperfections, Relentless is an 
amazingly enjoyable experience. It’s chock-full of 
action, discovery, and exploration. 


Electronic Arts 
800-245-4525 


| Platform: DOS CD 
Requires: 486/25, 4MB RAM, MS-DOS 5.0, 
Super VGA, Sound Blaster 


List Price: $59.95 


GAME PLAY: 


GETTING STARTED: *« = +« 


SOUND CHECK: * *« ~* 


Relentless is a visual orgy—a truly spectacular 
experience for fun-seeking gamers, despite a few 
warts. 


CD-ROM : 
WINDOWS" “é 


For product and sales information, call IVI Publishing ar 1-800-432-1332 dept. 218. 
\' yf an vba Ml ay Inc pont anda inky be ond lnusieaien bbe temuel by IMI 
joc : q ublishing, Inc. under agreement with Imagination Pilots, Inc. Windows" is a trademark of Microsoft Corporation. 


i SHING "Blown Away’™ ielro-Goldwyn-Moyer Inc. and ©1994 Metro Goldwyn-Mayer Pictures Inc. and licensed by MGM/UA 
entire L&M, TM used by permission. All Rights Reserved. All other marks are trademarks of their respective owners. 


By Al Giovetti 


Ryan's muentory 


screen lays 


Cvcassont 
SUTAIDE HOTEL: 


thing out for you. 


slick with rain. 


In the hotel, 
use the axe on the 
_ floor to kill the 
first guard, then 
- | shoot the next 
one. @ Go to 
Sparky’s bar and be nice to your 
boss to get some cash. @ Don’t 
hesitate to shoot electrical pan- 
els and guards, but don’t pass 
up more imaginative means of 
destruction when available. 


IPS 


DB. cnves is the place where our nocturnal 
wanderings take shape in the subconscious. Here, 
dreams don’t progress freely, but can be influ- 
enced—tor good or evil—by those individuals who 
possess the power of the Node. And now seven 
baddies have gained this power. 

DreamWeb, the new game from Creative 
Reality, is an adventure set in a dark, high-tech 
future. Electronic 
door keys control ele- 
vator and building 
access and lethal, elec- 
tronic surveillance 
systems keep the 
criminal element at 
bay. This unsavory 
world is home to 
your alter ego, Ryan, 
a young man whose 
26th birthday is 
marred by horren- 
dous nightmares. 
Determined to find 
their cause, Ryan 
buys a gun and starts hunting 
down the evil men who have cor- 
rupted the Web. 

As Ryan, your quest takes you 
o some 250 locations—in which 
you can search for clues and inter- 
act (and fight) with other charac- 
ters. Along the way, you'll 


encounter enough sex and vio- 
ence to make a Schwarzenegger 
movie—a fact that earns the game 
a “no-one-under-age-14” warning label. 
Whenever the action stops, you'll see a descrip- 
tion of your current location. Conversing with 


other characters is quick-and-dirty—consistent 
with the game’s view of the impersonal far future. 
In fact, the network computer is the most talkative 
character you'll meet. 

The game employs an overhead perspective 
that’s rare in American games but popular in 
DreamWeb’s native Europe. As in many European 
games, the graphics are beautiful, and you can 
magnify the dark, grainy images to ease the search 
for clues. 
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Those clues are critical. DreamWeb’s 20 trea- 
sure-hunt and graphical puzzles are tough. You'll 
find yourself constantly reviewing what you know 
in an-attempt to solve the next puzzle. For- 
tunately, there are often multiple ways to solve a 
given puzzle. 

As you move from location to location, the 
music changes, and the unusual digital sound 
effects, including digitized speech, are effective if 
not groundbreaking. When you reach a key point 


Guy 
Mal hand on that Fares bolts of high 
= You plosMa. The Wigital readout on the 
: O1P QUES OM WOICOTION OF the nMOUnT 
OF FRET Fert. 


You can pick up, use, or open the objects you see in 
the examine screen. 


in the plot, you’ll be rewarded with one of a 
dozen animated cut scenes that serve to advance 
the story. The cut scenes maintain the flow of 
action by using the same graphics as the rest of the 
game, instead of switching to more glossy ren- 
dered images. 

On the negative side, DreamWeb can save only 
seven games, which is too few for a complex 
adventure game. But apart from this minor com- 
plaint, DreamWeb is graphically appealing and 
intellectually challenging. It’s well worth a look. 


DreamWeb 


Empire Interactive 
800-216-9706 


Platform: DOS, DOS CD 
Requires: 386, DOS 3.0, 590KB RAM 
List Price: $59.95 


GAME PLAY: 
ETTING STARTED: *« *« «KK 
GRAPHICS: 
SOUND CHECK: *« *« 
VALUE: 


DreamWeb is an attractive, entertaining—and 


tough—game suitable for any graphic-adventure fan. 


Crush the CRUSHER with a 
turbo head smash! 


|ULTIMEDIA) Li 


ies (Multimedia) Ltd. and used with permission. .ALL RIGHTS s(wuME Nini System and the official seals are registered trademarks of Nin’ 
America Inc. Acclaim is a registered trademark of Acclaim Entertainment, Inc. © ights reserved. 
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Countless critters await in the 


dungeons of Slayer. 


Slayer 


By Jason D’Aprile 


INI... role-playing games like to think big. 


They typically involve an epic campaign to save 


32 N 


the realm, the world, or even the entire universe. 


Usually these entities need saving 
because some terrible form of evil 
and darkness has returned to pil- 
lage, murder, destroy, and make 
things generally unpleasant for 
the people who live there. 

If you’re tired of these hack- 
neyed story lines and just want to 
dish out some mindless mayhem 
on your 3DO machine, you'll love 
Slayer. The latest action/adventure 
game from Strategic Simulations 
dispenses with formulaic situa- 
tions in favor of using “dungeon 
seeds” to generate up to four bil- 


lion random dun- 
geons. You run 
through these dun- 
geons in real time, 
with only one goal: 
Seek and destroy 
(and avoid being de- 
stroyed)—and then 
do it all over again. 

Puzzle lovers, go 
away; gamers who 
like to waste time 
with idle prattle 
need not apply. Of 
course, there are 
traps to avoid and a 
lot of teleporters to 
play with, just to 
keep things interest- 
ing. But with no 
large-scale goals, 
Slayer is for role-playing exterminators. It bears as 
much resemblance to Doom as it does to Dun- 
geons and Dragons. 

In Slayer, you are a lone adventurer. You either 
create your identity from scratch or choose from a 
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Advertisement 


GUVIAKT Fire ire, 


Ae Barrel Roll Attack. 
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Low Speed Yoyo. 
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W SY Barrel Roll. 


The Immelman. 


Rollaway. 
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vast assortment of pregen- 
erated characters. Your 
first-person perspective 
moves quite quickly, 
which can make it easy to 
get confused. You can 
look up, look down, and 
even crawl. Indeed, you'll 
need to engage in all of 
these activities because 
Slayer’s dungeons have 
depth to spare. 

Inexplicably, Slayer places only two types of 
monsters on each level. The creatures get more dif- 
ficult as you climb, though, and the game’s fast 
pace keeps things from getting boring—especially 
in those areas infested with monstrous Lichs. 
Coming across three or four of those guys at once is 
almost enough to make you turn back and play 
something wimpy like Wolfenstein. 

Slayer makes good use of the 3DO controllers, and 
it boasts an incredible sound track and atmospheric 
effects. The sound of monsters slinking through the 
hallways around you is downright spooky. 

Slayer’s biggest failing is its appearance. 3DO 
graphics should be stellar, and these are not. 


up your sleeve. 


WITH OPE 


The odds are against you, but you've got some tricks 


They’re not really bad, just sort 
of similar to what you might see 
on the PC—with a gritty, pixelat- 
ed look. But even without 


dazzling graphics, Slayer 
is still an excellent game. 
Game play is varied, mon- 
sters abound, and control 
is simple and sure. Most 
important, Slayer is a lot 
of fun. And for 3DO own- 
ers in search of mindless 
fantasy action, Slayer is the 
only game in town. 


Strategic Simulations 
800-245-4525 


Platform: 3D0 
List Price: $60 


slayer is thes answer ‘ae rela slayer: tired of 
saving the world. The practically limitless game 
play and fantastic atmosphere make up for 
so-so graphics. 


It’s time to bring these guys 
down to earth. 


Advertisement 
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ere B Joy STICKS 


ILY PERFOR Viney 


WAL*MART 
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SGr 


Warriors of the cyber skies rejoice: project WingMan Extreme is complete, 
the joystick has been perfected. Never has guidance control been so fluid, 
trigger action so responsive, view control so easy. WingMan Extreme can 
be the difference between the thrill of victory and the ejection seat of 
defeat: a solid professional in a field of puny lightweights. WingMan 
Extreme is waiting at your dealer, or to get product information by 
fax, call 1 800 245 0000 and request document #7014. 
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ion? 
e of this discussion: 


' a to get in the middl nal, depending 

‘ upon your disposition. Giye the wrong 

92 Fd rather stay. impression right off the Bat, and there is no making 

I get dibeic smelligg hay. amends. Here’s the kicker: The game never plays 


When Eva Gab@r sang these immortal words: at the same way twice. A wam response to a charac- 
the beginning of fach “Green Agres” episode, Ws ter’s question@ihay begin a pleasaiitichat in one 
pretty clear she#Wasn’t thinking” f —gam@and clicit a brusht-off in the next. Amd some 
the world of Midnight Stranger. times conversation will turn strange for no reason, 
_ Midnight Stranger plops you The disc also marks the debut of what develap- 
‘into a seedy Section of a bustling er Gazelle Techaologies calls Yirtual Intimaey. 

metropolis. Your task i§ to travel Sound imtriguing? Welly'get that idea out of your. 
' to nearly two dozer ‘logations head. Virtual Intimacy simply consists of having a 
woman move really dose to your video window 
‘ters you meét. They’ re notan and pretend she’s kissing you. Kinda..weird, but 

entirely pleasant lot, made up of that may be why the box also includes a pair of 

spaced-out artists, self-effacing flimsy headphones—so nobedy will be able to. 
co ians, angry ex-cons, and _ hear what you're really doing ithe office. 
other hii k baie But you'll Your nocturnal wanderings are also Hable to 
me brief nudity, cuss words, and the 
t of senseless violen 


Vikx |UAL 


but it delivers enough i 
to keep anyone interested. 


tion, oe cae 
mouse pointer around 
hom Cmte Midnight Stranger 
aieitmcrmes Gazelle Technologies 

it,’ just click to 800-237-6675 


te th 
ae tie command, Platform: Mac CD, Win CD 


"The game's video- based hows | Requires: Macintosh-25Mhz 68030 Mac; 
c | SMB RAM; 8-bit, 13-inch color monitor. 
directly. They react to the tone of your ommu- | Windows-386SX, 8MB RAM, Windows 3.1, 
nication, which you control on a colored mood ~~ RUUAM SPDR ES eg 
bar that serves as a clever alternative to choos- _[gtadallelfdepaiapamaanad 
: we ing between canned response lines. Click on 
© Try to avoid the red area to be abrasive, the green to be GAME PLAY: 
ae me cece ighborly, and somewhere in-between to feel 
two-shoes too 
‘many times, and 
° you'll get the 
brush-off. Develop a reputation 
for surliness, and you're liable to | 
| get bounced. © Don’t bother try- 
ing to make amends with people 
-you’ve angered. They’ve got good Soe : | eee ; . 
memories, and you’re just wast- cers wul leav en oe ___ Awalk on the wild side of a nocturnal urban envi- 
ing your time. Don’t sass the Mi Stranger FOO pprox ronment. The right touch will lead you to sensual 
f ane . Ve aaade mia Gnterac A pleasures. Play it wrong and you'll be chewed up 
: : and spit out. 
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By Bill Meyer 


ot a Pentium? Been wondering 
when someone was going to build a 
game that really takes advantage of 
all that computing horsepower? Your wait is 
over. It’s time to take a Magic Carpet ride. 

Developed for Electronic Arts by British 
designer Bullfrog—creator of Syndicate, Theme 
Park, and Populous—Magic Carpet isn’t some 
run-and-jump Prince of Persia look-alike. Even 
in its pre-release version, this intense and innova- 
tive game sends you flying over beautiful terrain 
that flows smoothly under you; serves up revolu- 
tionary graphics effects, such as rolling waves 
and watery reflections; incorporates fast-paced 
arcade mayhem; and leavens it all with an 
enchanting ancient Middle Eastern theme. Magic 
Carpet isn’t a clone; it will spawn clones. 

A dramatic introduction sets the scene. 
Background narration explains that a war is wag- 
ing between the world’s wizards over the remain- 
ing supplies of a life force known as manta. A 
cutting-edge cinematic scene depicts your first 
spin on the magic carpet that you inherited from 
your master—who perished in the 
onslaught of his own earthquake spell. 
You must collect manta of your own, or 
you will die as well. 

You begin the game as a novice wiz- 
ard sitting atop your flying carpet. As in 
a flight sim, you don’t see yourself, 
only the advancing landscape, build- 
ings, and turban-clad nomads scurry- 

ing about below. Steering with key- 

board and mouse, you plunge effort- 

lessly through crevices and valleys, 

dart alongside massive cliffs shrouded 

in mist, rise high above imposing cas- 
tles, and race along the narrow paths of tent 
cities filled with villagers. Land forms and 
objects are not constructed from crude, hard 
polygons. Rather, the seamless landscape is 
smooth, fluid, and beautifully surreal. 

You start with only two spells. The fire-ball 
spell wreaks havoc on competing wizards, inno- 
cent bystanders—even nearby forests. Shooting 
multiple fire balls into a group of trees sets blazes 


that jump from branch to branch and engulf 
enemy armies. 

The second spell transforms the golden orbs of 
manta from your enemies into power for your 
spells. The more manta you collect, the more god- 
like you become. Twenty different spells that conjur 
everything from lightning storms to volcanoes to 
phantom armies eventually become available as 
you move through the game’s 50 levels. An earth- 
quake spell, for example, instantly splits massive 
tracks of land, creating jagged islands and open 
sea—killing everyone in the way. 

One of the most visually impressive bits of 
magic—the castle spell—is critical to success in the 
game. Fire it into the sea or land, and ramparts 
instantly jut high into the air. These castles send 
out dazzling hot-air balloons to pick up your 
manta and increase your power. These spectacles, 
aided by evocative music and sound effects, give 
Magic Carpet a power that puts cutesy interpreta- 
tions of ancient Babylon to shame. This is what 
Aladdin would be like if Arnold Schwarzenegger 
played the role. It’s sick, but you’ll love it. 

Still not enough excitement for you? Then play 
Magic Carpet on a network against as many as 
seven human opponents in a battle that could split 
the world in two. 

Magic Carpet is likely to have a magical 
effect on game enthusiasts—particularly 
Pentium owners. While Magic Carpet will run 
on a 486, the magic doesn’t really hit full stride 
until you move up to Intel’s finest. Don’t have a 
Pentium yet? Magic Carpet may be the game 
that convinces you to buy one. 


Magic Carpet 
Electronic Arts 
800-245-4525 


Platform: DOS CD 
List Price: $59.95 
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By Bill Meyer 


Don’t be hard 
on your cab, or 
_ itll make things 

hard on you. 

Avoid pedestri- 
ans in the road, 
especially heavy ones. Mowing 
people down is satisfying, but it 
takes a toll on your vehicle. 

Use your dashboard-mounted 
wayfinder when driving a pas- 
senger. If you look at the map, 
they think you’re slow and don’t 
pay you. *If you’ve already 
crashed a couple of times or 
your patrons are particularly 


TIPS 


Save your pennies to buy the 
Uzi for drive-by hits and the 
hood-mounted chain saw for 


wiping out multiple street 
attackers. 


rude, give them a lethal ejection. 


94 


i. s 2047, and you’re a cabbie in the once-beauti- 
ful city of Kemo. Unfortunately, Kemo has slipped 
off the most-desirable-places-to-live list. In fact, the 
government—which isn’t big on social 
programs—has hired Omnicorp to turn 
the city into a high-security prison, leaving 
you and the rest of the horrified citizens at 
the mercy of the thugs. 

You see, things started to get bad back 
in 2043, when Omnicorp introduced 
Hydergine 344, a neurodrug for eliminat- 
ing criminal thoughts, into Kemo’s water 
supply. This stuff wasn’t fluoride: Bacteria 
in the water mixed with the drug and 
spawned a virus that turned regular folks 
into violent maniacs. 

Now it’s either escape from Kemo or die at 
the hands of five warring gangs. To escape 
from each of the five 
sections of the city— 
Core, Park, Old Kemo, 
Projects, and Wharf— 
you have to get an 
access password from 

one of 30 or so possi- 
ble passengers. Some 
riders just want a lift 
to a club, while oth- 
ers expect you to 
perform gang hits 
_and bombings. Fulfill 
der requests, and one of them just might help 
you get out alive. 

Picking up Kemo’s bizarre customers also 
earns you money for cab repairs, armor, and 
weapon upgrades. You won’t have a chance of 
leaving the city without the best ordnance money 
can buy. But just because you’re armed and 
armored is no excuse for wild driving. Reckless 
cabbies will waste their money on repairs instead 
of upgrades. Don’t get too trigger-happy, either. 
While it’s tempting to shoot or run down every- 
one in sight, gangs will be out for revenge if you 
kill their members. 

So while at first glance Quarantine looks like 
an excuse to mow down pedestrians and blast 
away at other vehicles, the real challenge is driving 
well, learning the city streets, and locating fares. 
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Don’t expect another Doom—a game that’s easy to 
learn but tough to master. Quarantine is difficult to 
learn and just as hard to master. 

Quarantine does a poor job of building sus- 
pense, so its blood and gore feel somewhat con- 
trived. In addition, developer, GameTek went for 
the humorous and absurd instead of the horrifying. 
The wacky touches often make the game feel more 
like bumper cars than Road Warrior. 

Quarantine comes in both floppy and CD- 
ROM version, but 


only the CD-ROM 
has hot tracks from 11 Australian rock bands. But 


even without the sound track, the floppy version 


still lets you listen to nasty epithets, screams, gun- 
fire, and glass-shattering collisions. 

Once you learn how to get around Kemo, you'll 
find the game deep and satisfying. So if you’re 
looking for a new twist on Doom, or if you identi- 
fied with Snake Pliskin from the movie Escape 
from New York, be sure to check out Quarantine. 


Quarantine 
GameTek 
800-426-3835 


Platform: DOS, DOS CD, 3D0 

Requires: 286, 4MB RAM, MS-DOS 5.0, VGA 
List Price: DOS, $69.99; DOS CD, $59.99; 
3D0, $49.99 


GAME PLAY: 
ETTING STARTED: *« *« ~* 
GRAPHICS: 


VALUE: 


Quarantine’s a solid—though not totally addic- 
tive—Doom-like game that provides exciting 


G 


challenges once you master driving the cab. 


SOME 


DREAM 


OF A 


PERFECT 


GAME. 


THE REST 


OF US 


JUST 


BUY IT. 


So, you want a perfect game. Get Hardball 4. Get cutting-edge graphics that are incredibly real. 


We're talking about wake-the-neighbors-and-call-your-friends kind of real. Get stat compilation 


that would make any sports bureau envious. Get all 28 stadiums with different altitude, field, and 
wind conditions. Throw in an add-on disk with over 700 major league players. And you've got a 


masterful gem that compelled Computer Entertainment News to label it One of 1994's Ten Best 


Games. Now, to get a perfect game you don’t have to be in the zone. Just the right software store. 


Hardball 4 is a trademark of Accolade, Inc. ©1994. Accolade is an official licensee of the Major League Baseball Players Association. OMLBPA MSA. The Sport Accolade logo and Sport Accolade are trademarks of Accolade, Inc. All rights reserved. 
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| force after you leave. 


our mighty 
laid claim to a vast, newly 
discovered world. They’ve 
sent their most esteemed 
lords to conquer it. As one of 
these lords, you begin New 
World Computing’s Heroes 
of Might & Magic with a 
single castle. From there you 
must travel across unknown lands, discover towns, 
engage magical foes, recruit friendly armies—even 
purchasing the services of other knights like your- 
self—in a bid to dominate the newfound territory. 
But these 
lands are far 
from ordinary: 
They’re dotted 
with blazing 
volcanoes, fro- 
zen tundra, 
and miasmic 
swamps. And 


j Build a dock 
* early in the game 
__ and take your ship 
_ ona grand tour 
around the conti- 
Ls nents and islands. 
You're certain to find some unde- 
fended resources and maybe 
even an artifact. * Protect your 
holdings. Buy troops to garrison 
towns and castles so you won’t 
lose them to the first attacking 
A few 
higher-level fighters will defeat 
plenty of lower-level ones—most 
of the time. ® In battle, use 
spells that freeze close-combat 


=") opponents in place, then have 


your missile throwers or spell- 
| casting troops knock them off 
from a safe distance. 


while Might 
& Magic vet- 
erans may. 
recognize the 
colorful, dan- 
gerous, and 
sharply contrasting elements, this is not totally 
familiar territory for anyone. For one thing, 
Heroes of Might & Magic is not a role-playing 
game, it’s a strategy game. 

Yes, hidden treasures await explorers. The 
cities and villages are stuffed with exotic mer- 
chandise that beckons the wealthy adventurer. 
But there’s a catch. The citizens are strapped for 
cash, so you'll have to build the shops yourself. 
You'll also have to collect quantities of eight 
valuable resources that are scattered throughout 
the land if you want the towns to supply you 
with seasonal payments. Of course, first you'll 
have to convince the towns’ independent-mind- 
ed governments to see things your way. 

You don’t have unlimited resources to do 
this, either, so you’ll need to plan carefully. 
You could construct plenty of monster-produc- 
ing habitats—such as Minotaur Mazes, Ore 
Huts, and Archer Ranges—to stock your 


Town Screen 


— : Ue. 
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armies, but it’s not that simple. Some troop 
types don’t get along with others, and each 
type has its strengths and weaknesses. And if 
you skip a couple of the regular payments, 
they'll all desert you 
with nary a second look. 
But diversification rais- 
es its own questions. Do 
you add multilevel Wizard — 
Towers, and stock up on 
powerful, one-use-only 
spells to crush the opposi- 
tion, or do you create a 
Thieves’ Guild that can 
produce spies to monitor 
the progress of your oppo- 
nents? The choices are 
many, and there is no single route to victory. 

One reason is because the lands appear differ- 
ently every time you play. The towns, artifacts, 
resources, and perils are randomly redistributed 
with each new game. Even your opponents’ per- 
sonalities vary from game to game, making this 
one game that’s fun to play again and again. 

Whatever you do, one thing is sure: You’ll 
really appreciate the colorful, detailed graphics 
lavished on Heroes of Might & Magic. The 
game screens have the flat but brilliant look of 
a medieval tapestry. 

Despite a rash of new strategy games, it’s safe to 
say that none approach the visual distinction of 
Heroes of Might & Magic. Playing it (over and 
over) is so rewarding you won’t even notice that 
the next installment of the Might & Magic saga 
won’t be ready for another year or so. 


Heroes of Might & Magic 
New World Computing 
800-325-8898 


Platform: DOS CD 

Requires: 386, 4MB RAM, DOS 5.0, 
Super VGA 

List Price: $69.95 


GAME PLAY: 
GETTING STARTED: *® ¥*« OK 
GRAPHICS: 


VALUE: 


‘This strategy-based fantasy conquest game 
sports incredible graphics, terrific game play, and 
great replayability. 


start playing Mict Prose’ S . = of Magic, the 
fantasy-universe successor to the company’s popt 


voodoo U.N. ambassador. 
Masters of Magic also features an unusual dual- 
world approach: All wizards operate concurrently 
in the planes of both Arcanus and Myrror. You can 
launch lethal attacks on either plane, with unique 
creatures and enchantments available on each 
world. Switching between worlds sometimes means 
changing from the hunter to the hunted. If you 
aning in one world is tough, try coming up 
tegy to walk tall in two worlds at once. 
hing armies is as necessary as casting 
in in Master of Magic. You can sum- 
agical monsters to fill the ranks 
roops. Occasionally a hero will 
some fighters are drawn from 
pes. And you can retain as 
in your arsenal—assuming 


for control of Arcanus. Your wizard can 
study any or all of five magical disciplines, 
each with its own set of spells. To actually 
e spells, though, you must read . 


one or more areas. The Aztec 
priest Tlaloc, for in- 
stance, is 2 a warlord, 


. 


SS a big step forward 
n. The ae are similar, 


i but the new game lies far 
configure, onfound, and con- 


® Look for an 
energy node early 
in the game, then : : 
cast a magic spirit | nat i 

Ie to occupy it. Master of Magic 
Nodes greatly 1 ee DSP MicroProse 

intensify the magic power you ' (167 0 800-879-7529 

accumulate in each turn. : ; 7 : 

# Remember, summoning and : : ee 

casting enchantments can take = | Platform: DOS 

several turns, so always keep Requires: 386, 4MB RAM, DOS 5.0, VGA, 

your cities protected against : mouse 

unforeseen attack. You don’t oe List Price: $59.95 

want to be caught with your | DIS: ; se 

spell book down. * Send out 1 

some low-level creatures early oo GAME p 

on to scout as much territory as : : 

possible. # Save frequently. 

Important random events—both 

positive and negative—can : j : 

strike at the beginning of any — GRAPHICS: a * « 

turn. © Once you get familiar 


with game play, try on the per- y WwW SOUND CHECK: *« *« + 


sona of Sss’ra, a draconian war- : : 
lock. He starts on Myrror with S VALUE eo Ow OH HK 
control over one of the special, | 

more powerful races. He’s a 
compelling character, though 
difficult to master. 


This fantasy-world strategy game successor to 
Master of Orion surpasses the original. 


must-play from MicroProse?_ 


He Who Laughs, 
Lasts. 


IN BOOK THREE OF the Legend of Kyrandia, you become Malcolm—the infamous Court 


Jester of Kyrandia. And you have one last chance to save your rude, misunderstood hide. 


GO TO THE ENDS of the Earth armed with swimfins and an inflatable pool toy as you 
attempt to solve the murders behind the mad monarchy. But be careful, because your country 
despises you. The Underworld entices you. And pirates double-cross you. It’s a fantasy. 


world filled with magic—and the trick is to stay alive. 


FEATURES 


34 CONTROL MALCOLM’S MISCHIEVOUS PERSONALITY 
and hilarious mouth with Westwood Studios’ new inter- 
active Moodometer. When conversing with Kyrandians, 
does it pay to be nice, normal or lie like crazy? 


ENTER OVER 80 WILD SCENES rendered in deliriously 
advanced 3-D graphics! Discover harder puzzles, more 
absurd magic and good and bad consciences that offer 
dubious advice. 


WITH OUR “NO-CLICK” INTERFACING, assess options 
by simply moving your mouse to the lower screen. 
The action’s faster and the graphics are bigger. 


ALTHOUGH MALCOLM’S WARPED, our new Supersound 
is exceptionally clear. Along with lively music, you'll 


hear real Kyrandian sound effects. 


THE KYRANDIA TRILOGY 


5 ants’ # 


NOW AVAILABLE: 
fag The Legend of Kyrandia, 
@ Book Three: Malcolm’s Revenge 


eee SVATLABLE: AVAILABLE ON PC CD-ROM 
\ The Legend of Kyrandia: Book One 


‘ : yy ) - 5 : The Legend of Kyrandia, Distributed oa ? = 
i a. os tee Book Two: The Hand of Fate exclusively by A Wesiwood 


Fables and Fiends, The Legend of Kyrandia and Malcolm's Revenge are trademarks of Westwood Studios, Inc. ©1994 Westwood Studios, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 


Ss) m eels 


= i i i im 
Instant access to the 1.093 GIA,World Facthook.tells.you 


who’s on top, who's not, ant'who's.willitty to.take over 
whom to get there. 


CyberJudas’s third game is modeled on real- 
world situations, Once again, you're fully in control, 

game’s 150 nations. but now all cabinet members have their own large —. 
‘as Soe the cabinet of egos and personal agendas, so they bump heads fre- 
‘the graph ently, Can you get them to work as a team? 

The cabinet members’ personality quirks 
: change randomly from game to game, too, so you 
what you'll have to contend with next. 
When you decide that you've had enough and 
_ declare the game over, the game produces a sum- 
_ mary sheet detailing your accomplishments, giving 
you a sense of how well you performed. 

To bring this voyage into government paranoia 
Vides | is htes shuddering to life, CyberJudas employs beautiful 

games, all using graphics and a moody sound track, You can’t 
the same inter- move through the oversized, darkly shadowed cor- 
ridors of power and prestige without feeling just a 
little bit chillier. 

Shadow President did a good job of simulat- 
ing the vagaries of glok Laplgmacy; Cypsr)ud 15 


Merit Software 
800-238-4277 
Every Cyber- : aS 
Judas scenario time and energy, but your ust’ Platform: DOS 
RUM repair the damage they cause. oe, Pate tigee) Requires: 486, 4MB RAM, DOS 5.0, 
Balter. They their identities, you have to find a way to dis- pee nese 
won't betray you | ‘. List Price: $79.95 
simultaneously, credit them. Do you risk direct confrontation —_—_ 
| So concentrate on locating and as each turncoat is revealed, pitting your bat- 
pieposing Apert one ate eee: tered public image against theirs? Or do you GAME PLAY: 


For a spot check on how your ; 
actions have affected another turn the tables on the tors, laying fraps that GETTING STARTED: * x 
| nation, take a glance at the CIA will damage their credibility? Better hurry: : 


moe eee coal cae Election time is right around the corner. : 
profile next to its actual profile The second game sembles the original 
for comparison. Shadow President—an open-ended, remarkably 
ee accurate simulation of U.S. involvement in glob- 
al affairs. You can start wars, build alliances, 
even become the world’s peacemaker if you can 


convince the rest of humanity to go -— with 


SOUND CHECK: ** «Kw * 


VALUE 


This superb simulation of global diplomacy sports 
excellent graphics and a riveting overlay of inter- 
national espionage. 


your plans. 
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INTRODUCING 


MULTIMEDIA STACKER? 


THE POWER TO 


LAUNCH MORE GAMES. 


You slide into the cockpit, ease the throttle 
forward, and prepare for a good old-fashioned dog- 
fight. But suddenly, you come to a grinding halt. 
What’s this? Not enough disk space or RAM? 

Well, don’t surrender those controls quite yet. 
Because StackerMan is here with new Multimedia 
Stacker®—the easiest way for you to more than 
double your hard disk capacity and give your 
system a big boost in RAM. 

Not only is Multimedia Stacker optimized for 
speed on mtltimedia systems, but it gives you the 


maximum disk space you can get. 


It also includes a free copy of Multimedia 
Cloaking,” a new technology from Helix Software 
that frees up extra memory by moving system driv- 
ers to a 32-bit protected area. So your favorite 
games have more room to run. 

Multimedia Stacker is available on disk or 
CD-ROM and can be found wherever you see the 
StackerMan display. So visit your local dealer or call 
1-800-522-7822, ext. 9501 for information. 

Get Multimedia Stacker 
today. Because without it, 


youre grounded, Mister. STORAGE & COMMUNICATIONS 


Outside of the U.S. call 1-619-794-4333 or fax 1-619-794-4575 for more information. 


© 1994, Stac Electronics. Stac and Stacker are registered trademarks of Stac Electronics. Multimedia Cloaking is a trademark of Helix Software. Actual compression results may vary. 


ou howl and sniff the crisp evening air, catch- 
ing the faint scent of a rabbit to the east. It lies far- 
ther away than the carcass you smelled earlier, but 
a hunter is too close to the kill for you to 
risk an easy dinner. Your howls are sud- 
denly answered by other wolves. Are they 
members of your own pack, or are they a 
rival group looking to push out the compe- 
tition? Better think fast. You don’t have 
much time... 
Welcome to the eat-or-be-eaten world of 
Wolf, Sanctuary 
Woods’ new role- 
playing/ simula- 
tion game that 
seamlessly com- 
bines learning 
and gaming to 
| create a unique 
| challenge. You 
take on the per- 


By Joel Enos 


Use all of your 


2 senses to avoid sona of a wolf 
a. danger. There is in any of more 
ox | no time to relax than 40 sce- 
jes eee ue narios, such 


ing about the 
place. Plus, wolves die quickly 
if deprived of food or water. 
Don’t be afraid to eat carrion. 
Once you get more experience, 
start by hunting live beavers and 
rabbits until you are ready to 
tackle bigger prey. It is not easy 
for a beginner to bring down a 
moose solo. # When you hear 
a plane or helicopter, run for 
cover. Use sight and sound to 
prevent you from running direct- 
ly toward the danger. * Be ready 
to make a boot disk. Wolf 
devours conventional memory. 


as “Kill a hare” 
or “Find a mate.” Each minidrama pits you 
against time, predators, and the elements. 

First, you need to get comfortable in your 
new skin and master the game’s numerous key- 
board combinations that control your animal 
instincts and senses—seeing, eating, sitting, and 
howling. When you begin to make your way 
through the forest, it’s extremely important to 
pay attention to the details if you want to stay 
alive. Keep a 
careful eye on 
your vital signs 
(health, stom- 
ach, endurance, 
and heart) or 
you’ll soon be 
a meal for an- 
other creature. 
You can’t expect 
to have the 
strength to bring 
down a moose if 


Much of the simulation’s difficulty depends on how 
you set the variables in the settings menu. 


4O2 January 1995 + ELECTRONIC ENTERTAINMENT 


Uou are a member of the 


includes. 


Landmark Events 


Frey Killed 


Whitemu 


a male af = 


and 3 of age phe 


Individual ‘elf Dis 


subordinates m Si 
jpveniles 


omega 


pach. our past 


AS 
ta 


The Individual Wolf Data screen lets you choose 
your character for the scenarios. 


you haven’t slept in three nights or are parched 
with thirst. 

If you lose your life, the game is over. You can- 
not begin again. Even a successful wolf will eventu- 
ally die of old age, so the only way to continue in 
Wolf is to mate and live on reincarnated through 
your offspring. And mating is one of the hardest 
parts of the game, as wolves can mate only during 
a brief period of time each year, and both partners 
must be in perfect health. So be ready to have your 
pride bruised the first time you approach another 
wolf for that special moment and it runs away 
with a yelp. 

Five of the game’s characters are actual wolves 
that live in Wolf Haven, a nonprofit wolf reserve 
near Seattle. Wolf Haven contributed to the detailed 
background research and careful design that went 
into Wolf. A section at the end of the game explains 
how to get in touch with the organization for more 
information and to make donations. 

Wolf’s graphics, realistic simulation, and wide 
variety of options make it a unique gaming experi- 
ence. You'll not only spend many happy hours 
playing, you might even learn something. 


Wolf 


Sanctuary Woods 
415-574-5525 


Platform: DOS CD, DOS 

Requires: 386SX, 2MB RAM, DOS 6.0, VGA, 
sound card, mouse 

List Price: $49.95 


GAME PLAY: 
GETTING STARTED: « *« 
GRAPHICS: 


SOUND CHECK: *« *« * 


VALUE: 


Wolf’s. unique take on role-playing/simulation 


games puts it in a class by itself. 


Shanghai II: Dragon’s Eye 


By Michael S. 
Lasky 


IVE jones is not. a new game; it’s been 
around for a couple thousand years. But Shanghai 
Il: Dragon’s Eye, Activision’s spin-off of the classic 
Chinese tile game, brings to it the “dragon’s 
breath” of life. This new Windows game supplies 
a graphically and aurally pleasing pair of chal- 
lenges for both solitaire and challenge play. 

cy Your mission in the basic ver- 
sion of Shanghai II is a seemingly 
simple one: Remove all the tiles 
from the stack, a pair at a time. 
The stack is four tiles deep in 
some locations, so even finding a 
tile’s mate can get tricky. And you 
can remove a tile only if at least 
one of its sides is free and there 
are no other tiles on top of it. 

Ok, so it sounds like a brainless 
match-the-tiles game. But it gets 
even trickier and more maddening 
because there are four tiles in each 
set. If you lack patience and take the first pair you 
see, you may leave one or both of the others 
marooned forever in lower, uncovered levels. 

To keep the game from becoming boring, you 
can choose from 12 tile “layouts” (the pattern in 
which the stacks are arranged) based upon the 
Chinese dogma of the Twelve Animals of Time. 
Or a layout construction set is also included with 
the game so that you can design your own 

Shanghai board. Four of these layouts are 
considered easy (Boar, Dragon, Rat, and 
Snake); five are rated advanced (Dog, 
Monkey, Ram, Rooster, and Shanghai), and 
four more rate at Master level (Horse, Ox, 
Rabbit, and Tiger). 

You can play Shanghai 
by yourself or in timed 
matches against an oppo- 
nent, in which each of you 

tackles the same randomly set 
layout. The player who cleans 
the board faster wins. If the 
board can’t be cleared (and 
many can’t be), the player who 
e most tile pairs wins. 
want even more competition, try the 
Eye version of the game, which pits you 


ts of animated 
tiles help keep things interesting. 


7) Check the board 
/ E for triples: If three 
against an ae of the four tiles in 
opponent |™ a set are free, 
Ei remove the pair 
(computer that reveals the 
or human). most matches. # If all four 
One player matching tiles can be removed 
‘ ; simultaneously, get them out of 
tries to build | the way immediately. With the 
the cross- default layout, begin by trying to 
shaped Dra- get rid of the far left and right 
tiles and the center top tiles. 
gon board 
one level 


high—while building two levels high on the spaces 
on the Dragon’s heart and limbs. The opponent, 
meanwhile, tries to remove all tiles from the heart 
and limb spaces. Success requires the skill and 
cunning of a chess player. 

Versions of 
Mahjongg have 
been available for 
years as share- 
ware, but what 
separates Shang- 
hai II from 
these is its 
whimsical 
animated tiles 
and sound Tagg 
effects. 
These extra 
touches add life to the game, but 
they also slow down play. You must wait until 
they finish before selecting the next set of tiles. 
Fortunately, you can turn off these options. 

If you like games that appear easy but require 
some brain cells to complete, this game is bound to 
shanghai you away for many hours of fun. 


© a strat 
Dragon’, Eve gic Challenge in the 


Shanghai 
Activision 
800-477-3650 


Platform: Windows 

Requires: 386/25, 4MB RAM, MS-DOS 5.0, 
Windows 3.1, VGA, mouse 

List Price: $39.95 


GAME PLAY: 
ETTING STARTED: *« *« ~* 
GRAPHICS: 


VALUE: 


A simple, classic—yet challenging—game has 
been revived with sparkling animation and sound, 


plus lots of options. 


a 


PUTER GAMING WORE 


CON 


iver since 
“Rapunzel first 
appeared on the 
fairy tale Top 40;aq¢ 
young men have dan 

tasized about rescuin 
“‘damsels in distress. In 
-age of political correctn 
however, men are afraid to even ask a woman’s 
name for fear of getting slapped with a sexual 
harassment suit. 

Hodj.’n’ Podj from Boffo Games takes you 
back to simpler times when young maidens were 
pleased as punch to be rescued by 
handsome, courageous knights. 
Okay, so there was a down side— 
dragons, plague, chastity belts— 
but that was a small price to 
pay. The game is an-exquisitely 

illustrated, hilariously: funny 
medieval: romp that takes place 
in the usually peaceful king- 
dom of Po-Poree. 

Hodj and Podj are a pair of 
handsome 
young, knaves 
who appear at 
the castle of 
King. Medlee 
and: Queen 
Mellonj to res- 
cue, the--fair 

\'dfid Mosh, twin princess- 
and return them Safely. i = | es Mish and 

oo > ie ees : : Mosh. To ease 
his own quest 
for the crown, the evil Salmagundi has imprisoned 

the maidens somewhere in the kingdom. 

Hodj and Podj race against each other to track 

down and return the future queens to their dis- 
traught royal parents. You take on the role of one 


To hasten your 
way from the north- 
lands southward, 


and heart of the.princess of his choice“and the 
~ chance to:be crowned the king ofthe realm. 

The game is jam-packéd-with visual aid ver- 
bal puns. And thé narration is reminiscent of a 
“Monty Python” 'skit. nd the missing: maid- 


the side door. 
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use the skycars at 
_ the Boarding House. of these brave souls, while the:computer or 
To solve the . : . 
schauribiied puccios la tha Carp another player takes on the other. The first to 
start with the easy words first, like return with the’princesses will-enjoy treasures 
a, of, and the, # The front door to from the royal’vault..Not to mention the hand 
the fish market is often locked—try . 


“ necessary 
«torrelease 


ens, Hodj and } 
Podj set about } 
finding clues } 
that reveal ; 
the location } 
of the cap- i 
tives and j 
the tools 


them—nutty items 

like the Beret of Invisibility, a bust of Francisco 
Franco, a Chisel of Death, and Leonardo da 
Vinci’s autograph. You can purchase items at sev- 
eral stores throughout the kingdom using the gold 
crowns you accumulate along your sojourn. 

The kingdom ‘is divided into regions including 
the Mountains of Mirth, the Desert of Drollness, 
the Sea‘ of Satire, and the Witty Woods. Each area 
has points*of interest, ‘such as the Warlock’s Lair, 
the Crypt, the Tavern, and the Fish Market, where 
our heroes can engage in 20 amusing games. (You 
can also play the games independently of the 
adventure quest.) 

Hodj ’n’ Podj- isn’t quite’ perfect, though. You 
hear voices in the crowdion the sound track but you 
never see them on screens And, in a point of royal 
protocol: When, queens marry, their husbands 
become prince consorts, not kings. Other than these 
minor quibbles, Hodj ’n’ Podj is a true delight. 


Hodj ’n’ Podj 
Media Vision 
800-845-5870 


Platform: Win CD 

Requires: 386/33, 4MB RAM, DOS 5.0, 
Windows 3.1, Super VGA, sound card 
List Price: $79.95 


GAME PLAY: 
GETTING STARTED: + +« *« + ! 
GRAPHICS: 


SOUND CHECK: + «KOK + 


VALUE: 


Hodj ‘n’ Podj is a charming medieval jaunt 
through an amusing kingdom for the sake of 
chivalry, fortune, and a good time. 


By Christine Grech 


gives you an alibi, 
note which other 
characters were 
f= allegedly in the 
same rooms and at 
the times in question. On later 
tums, check these characters’ ali- 
bis. When two of the three stories 
match, you'll know that the third 
suspect is probably the culprit, 
because only the murderer is 
allowed to lie. @ If you’re playing 
with others and you need a hint 
from the butler, ask for a lie instead 
of the truth so that only you gain an 
advantage. ® Don’t limit your ques- 
tioning to other suspects; some- 
times interviewing yourself can 
provide needed information—espe- 
cially if you happen to be the killer. 

Don’t be in a hurry to leave a 
room. Check it thoroughly to make 
sure you’ve found all the hidden 
clues—and secret passages. 

Look for pieces of evidence that 
don’t make sense. Check the video 
flashbacks to see if there’s a rea- 
son why the evidence should be 
there. If there isn’t, you’ve found 
the murder room. 


IPS 


Poa eee Real 
When a suspect 


f you were an avid Clue player as a 
kid, you probably remember one charac- 
ter that everyone wanted to be. In our 
house, it was Miss Scarlet, but because I was the 
youngest of three girls, I usually had to settle for Mrs. 
Peacock, Now Philips Media’s multimedia, multiplayer 
version of the whodunit board game gives CD-i own- 
ers a high-tech way to step into the shoes of any of the 


game’s six intriguing suspects. 


This murder-mystery adaptation requires 
Philips’ optional Digital Video Cartridge, which 
provides full-screen views of the actors. Your 
investigation is no longer limited to verbal 
inquiries. Instead, you watch video clips of each 
statement, alibi, and observation of events. You 
can even see whether Col. Mustard had the lead 
pipe or Mrs. White was in the drawing room. 

The game doesn’t rely solely on video, howev- 
er, it remains true to the original by digitally 
reproducing the playing board. When play begins, 
you see an animated representation of your char- 
acter on the board, as well as an oversized die. 
The game’s perspective changes when you move 
enough squares to enter one of the 12 rooms in 
the mansion. 

Each room is a richly rendered environment in 
which you search for clues to the murderer’s iden- 
tity. As you move your cursor around the room, 
it changes to indicate a clue location. For exam- 
ple, you can zoom in on a desk drawer that con- 
tains a gun, inspect a mysterious stain on the car- 
pet, or call up a video-clip flashback of events 
that occurred earlier in the room. 

The ability to investigate the rooms in the man- 
sion and to interrogate suspects adds layers of 


complexity to Clue. Players may 
find that evaluating all of the evidence makes this 
version of the game a great deal more challenging 
than the original. We even recommend that you 
take notes as you go. Of course, if you get stuck, 
the Butler can always provide a hint. 

Another disadvantage to the 
game’s complexity is that it 
moves more slowly. Players 
are tempted to take a good 
deal of time exploring each 

room instead of concentrat- 

ing on winning the game. In 

addition, while the rooms 
are richly appointed, they 
tend to be underlighted, 
making it difficult to dis- 
cern objects. 

There are three different 
mysteries, each of which have four possi- 
ble (and random) endings. That certainly makes 
the game enjoyable to replay, but much of the evi- 
dence remains the same, so it can get rather repeti- 
tious. The game is most fun when played with 
other people, which makes it a good bet for fami- 
lies with a CD-i machine. 


Clue 


Philips Home Entertainment 
800-340-7888 


Platform: CD-i 

Requires: CD-i player with Digital Video 
Cartridge 

List Price: $49.98 


GAME PLAY: 
ETTING STARTED: * « + 
GRAPHICS: 


VALUE: 


A complex, though sometimes plodding, CD-i 
whodunit that fans of the board game should 


investigate. 
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Glider Pro 


By Fredric Paul 


big as all outdoors. 


Glider Pro is 


© Not all the 
stuff in the house 
is dangerous. 

»y __ Rubber bands, 
- ___ batteries, and 

aluminum foil act 

as power-ups to let you shoot, 
scoot, and survive. ¢ Some 
rooms include complex puzzles 
that require you to flip switches 
in a precise order to get where 
you want to go. ® Check for 
hints and additional rooms 
in the online services or on 
the Internet (via Mosaic at 
URLhttp://shop.internet.net) 
© Glider supports numerous 
control devices, including key- 
board, mouse, and joystick. . 
Experiment with each to figure 
out which is best for your style 
of play. 


IPS 
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IN: it’s not-another flight simulator. It’s not 
even close. 

Instead, Glider is a simple-to-learn yet challeng- 
ing mix of non-violent arcade and puzzle 
action. You navigate a paper airplane through 
a maze of rooms in a large house, grabbing lift 
from heating-vent “thermals,” collecting prizes 
and power-ups, and avoiding all manner of 
stationary and moving obstacles. And while 
Glider Pro updates the game for Mac owners, 
a new Windows version of the previous 
Mac release, 1991’s Glider 4.0, means 
that you’re now likely to see Gliders on 
computers everywhere. 

But while Windows users will enjoy 
Glider 4.0, Mac owners can revel in a 
number of key enhancements. Glider 
Pro lets your folded fuselage escape 

the house to soar over the great out- 

doors and explore fields, forests, and even 

secret underground locations. Other 

improvements include 256-color graphics, 
three times as many objects to avoid, a simpler 
interface, a slick two-player mode, an improved 
house editor, and an integrated tutorial. 

Technological updates let the game work on 
both regular 68000-series Macintoshes and in 
native mode on Power Macs. If you have the com- 
puting power, Glider Pro can fill large-screen Macs 

with up to nine rooms at a time, making it easy to 
figure out where you want to go next. 

Glider Pro’s Demo House comes complete 
with instructions on what to do and what to look 
for, making it easy for beginners to get started. 
They'll soon be primed to tackle the big house 
and its 400 rooms. 

If you make it through the whole game, you’re 
still not necessarily done. The newly integrated 
and simplified house editor makes it easier than 
ever to create your own game. Previous Glider 
versions spawned a thriving online industry of 
player-created rooms and houses, and Glider 
Pro’s new capabilities—including custom back- 
grounds—as well as the availability of a 
Windows version should boost this kind of activi- 
ty. (Windows users can transfer Mac-built houses 
to use in Glider 4.0 with standard file-conversion 
utilities such as Apple File Exchange.) 
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Glider Pro takes the Mac 
ciassic to a new level. 


The changes make the game more attractive 
than ever, but it remains a sort of friendly car- 
toon. And in keeping with its emphatically nonvi- 
olent approach, Glider Pro’s new two-player 
mode is cooperative, not competitive. Instead of 
fighting for the highest score, players work togeth- 
er and share the rewards, earning points toward a 
single combined score. Controlling two gliders on 
the screen at one time is one of the nicest ways for 
two people to have fun on a computer. (If you’re 
truly ambidextrous, try flying both gliders your- 


self—one with each hand!) 


Sure, using just four keys to pilot a cute little 
paper airplane around the house may not sound as 
exciting or as high-tech as blasting a rocket ship 
into space to defend the earth from murderous 
space aliens. But Glider Pro clearly demonstrates 
that fun comes in all shapes, sizes, and attitudes. 


Casady & Greene 
800-359-4920 


Platform: Mac, Windows (Glider 4.0 for 
Windows) 

Requires: Mac Plus, System 7.0, 256 colors 
or 16 shades of gray 

List Price: $49.95 


GAME PLAY: 
GETTING STARTED: + 
GRAPHICS: + 


VALUE + «OK 


Glider Pro is simple, clever, addictive fun for men, 


x K x 
x KK x 
x x 
* 


women, boys, and girls—but it could use a little 
more sophistication. 


e 
Y 


cyberwar 


By Joy J. Ma 


Grab the 
bouncing square 
and the gold 
coins immediate- 
ly. You need all 
the help you can 
get. # During a meteor storm, 
use goomers to slow the mete- 
ors; then shoot the sluggish crit- 
ters to create a gold coin. ¢ Stay 
low on the screen until level 5 to 
keep the maximum distance 
between your ship and your tar- 
gets. © You can jump to level 20, 
but you’ll have to earn your way 
into the higher levels. 


” 
a 


j= 
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Think again. PegLeg, from Changeling 
Software, is an abstract shoot-’em-up arcade 
action game with nary a pirate in sight. This 
PegLeg plays like a demented cross between 
Crystal Crazy and Centipede. 

As pilot of a Mach Z cruiser, you must blast 
away at anything that moves. The bad: guys 
include squishies, marchers, flippers, and many 
more. Most of them float mindlessly across 


all of them. 
Annoying drop- 
pers only spew 
harmless traffic 
cones, but watch 


low on their 
heels. And be 


before they get ‘a bead 
on you. Naturally, there are other critter 
that the manual doesn’t mention, such as 
the shooter that minds its own business until 
you try to blast it. 

To make things more interesting, your tiny 
ship is at the mercy of inertia. You tend to keep 
going in a straight line until you change direc- 
tion. That can be a problem, since you can shoot 
in only one direction—up. You need limber fin- 
gers and remarkable peripheral vision to dodge 
the various dangers coming in from all directions, 
and at the higher levels bottom-seeking mines 
add a devious twist. 

Luckily, there are some helpful items spinning 
through the void, too. The bouncing squares net 
you a hefty arsenal of plasma packets, phased mat- 
ter pellets, and neutronium, which are all more 
effective than the standard fare. And don’t forget 
to grab the floating gold coins for bonus points— 
you need them. If your point.total falls below zero, 
you face a nasty green torpedo lavinigh intent on 
chasing you down. 
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the screen—but not . 


out for the mun-_ 
chers who fol- 


sure to des-: 
troy. miners — 


For some help in reducing 
the hordes, hit the Shift key to 
launch goomers—multiple- 

warhead homing bombs. Just be 
sure to stay out of range, because 
goomers are dumb. They’ll seek 
anything, including you. 
All this action is based around 
an obscure and largely unnecessary 
plot that casts you as a Mach Z 
Battalion cruiser pilot trying to keep 
your sector safe by blasting anything that moves. 
The silly story starts when General Spamcaplet 
pulls you from your safe little desk job at the inter- 
stellar refueling station and volunteers you for 
Operation PegLeg. Then you’re commissioned 
with a brand-new Mach Z cruiser and thrown into 
space to defend Earth from hostile alien objects. 
Did anyone tell you that aliens had invaded when 
you joined the Navy? Nooooooo. 
Playing on a 19-inch monitor gives you plenty 
of room to dodge but also increases the sensitivity 


of the Mach Z, making it more difficult to control. 


Conversely, playing on a smaller screen spells 

quick death since it increases the density-per-inch 

of the objects you, must avoid. In a word}»practice. 
The game sounds are great, if simple, vividly 


homicidal- 3-D-confetti kind of way. “And if your 
eyes canetake it, try ng off the room lights to 
see What a real space war looks like. 

PegLeg is an action sensation with a focused 
jective—destroy everything. As such, it’s a 
must for everyone from seasoned space jockeys 
to gun-shy novices. 


PegLeg 
Changeling Software 
800-769-2768 


Platform: Mac 
Requires: System 6.0.7, 2MB RAM 
List Price: $39.95 


GAME PLAY: 
GETTING STARTED: «K «KK OK 
GRAPHICS: 
SOUND CHECK: « *« + 
VALUE: 


PegLeg is a clean, spare, abstract action game 
You'll want quick fingers and plenty of spare time 


game that had'the rave 
following quite like DOOM: 

Ther re’s also)no game 
that’s.g ie as bre athilessly 


Ser, adahedt and 

_ suck in some air. Because 
D ‘I; Hell on Earth is 

here! And because it'll be a 

cold day in hell before you 

can breathe easily again 


n the annals of computer, : 


entertainment, there’s no 


‘Hell. Fiaeh 
nastier, doatie demons 
and|monsters. More 

powerful weapons. More 
mind-blowing explosions 


and more of the bloodiest, 


fiercest, most awesome 
action-packed blastfest 
you’ve ever experienced! 


& 


played.DOOM, 
stop Lan and haul ass 
to the nearest game store 
now. \f you haven't, we can 

only say (respectfully, of 
course): Go to hell. 


Visit your local software retailer 
today, or call 1-800-362-9400. 


DOOM, the DOOM II logo and the DOOM likeness are 
trademarks of id Software. All rights reserved. Developed 
by id Software. Distributed by GT Interactive Software. 
©1994 GT Interactive Software. All rights reserved. 


By Lawrence 
Neves 


Don’t hesitate 


9 on the split rails 

o. of level 2, or you 

a go straight into 
the wall. 

- Trouble lurks 


outside the tunnels, so slow 
down as you’re entering one. 

You hear the accident warning 
in plenty of time. Scan the split 
ahead of you and avoid it. 

If Mortimer tells you that 
you’ve made a mistake in decid- 
ing which track to take, don’t 
deviate at the next exit. Go all 
the way around in a circle, and 
try again. * Be wary of using the 
degausser or shield. They drain 
the Loadstar’s energy. 


thought space was 
crowded enough, 
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ust when you 


( along comes Tully Bodine. Think of pis | 
disheveled “Outroller” as sort of an intergalactic 


Teamster—hauling 
his cosmic load and 
stopping at the grea- 
siest diners to nosh. 
The action takes 
place on a series of 
tracks that run 
through outer-space 
transit stations. Tul- 
ly, rogue that he is, is 
illegally transporting 


camels through space. No, not the Camels you 
smoke, the ones with humps. Problem is, every 
cop in the galaxy is looking for him. On top of 
that, he’s going thousands of miles over the speed 
limit, so expect the CHPs (cosmic highway 
patrollers) to hit the fan and give chase. 

Rocket Science, Loadstar’s developer, is trying 
to make it the speedy, shootin’ standard for Sega 
CD games, but the preliminary version we saw 
doesn’t get much farther than the Sewer. If you’ve 
ever played Sewer Shark, the first Sega CD game 
to use full-motion video, you’ve seen most of what 
Loadstar has to offer. Even Loadstar’s graphics are 
only a notch above its earliest ancestor. 

This simplistic shoot-and-scoot game doesn’t 
ask a lot from your brain, but it does tax the 
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tracks, shooting at 


race along the 


pesky police vehi- 
cles (which also 
shoot back), and 
making on-the-fly 
decisions about 
which track to take 
when there’s a split. Let’s hope Rocket 
landmarks in the final version to disti Cc 
infinitely similar tracks. You can go aroun 


tages, and sho it similar enemies just « 
range of action (although the rats in Sewer Shark 
are no match for the flying robots here). 

The mix of multiple-choice tracks, shooting 
action, and video clips makes for an entertain- 
ing time. But that’s only if you don’t expect a 
lot, because you won’t get anything new. 
Hopefully, the PC version in the works will 
have more to offer. 


Loadstar 
Rocket Science Games 
800-989-7625 


Platform: Sega CD 
List Price: $69.99 


AFTER PLAYING THESE HOLES, 


YOU'LL WONDER WHERE 


PLAY FOR REAL” 


Every time you grip your clubs, this game will grip you. This is World Cup Golf Hyatt Dorado Beach. The most detailed, dynamic Jf} RLD CUP GOLF 
game you'll ever play. You're traveling with your ball on awesome aerial flybys. Jump from one of the 500 different views of each [IK sa» ><a 
hole. The full motion video graphics are created with the most advanced development system. (WaveFront on Silicon Graphics 
workstations is part of the driving force.) Big time CD quality sound. Over 15 different types of games. (Skins, Texas Scramble, 
Matchplay..) Practice on the driving range, putting green, special chip shots, any single hole or play a practice round. You 
determine and select your stance, swing, power and backspin. Sorry there's no 19th hole for you clubby types. But you'll get over it. 


WORLD CUP GOLF 


Available for: IBM PC CD-ROM, Sega CD™ and 3DO™. 
No these are not photos from our vacation in Dorado Beach, they're from the PC version of the game. 


World Cup Golf © & TM 1994 Parallel Media Group plc. Sega CD is a registered trademark of Sega Enterprises, Ltd. 
3D0O is a trademark of 3D0 Company. Play For Real is a trademark of U.S. Gold, Inc. © 1994 U.S. Gold, Inc. 


0... North ought to love Cannon Fodder. 
Heck, Bill Clinton might find that it rings a bell, 
too. This game has the perfect plot for politicos 
who like to play global cop: Send small groups 
of faceless GIs on missions 
around the world in an 
attempt to kill hostile troops, 
destroy enemy facilities, and 
rescue hostages—all while try- 
ing to avoid your own casual- 
ties. Sound like anything you’ve 
read on the front page lately? 

If you are the least bit offend- 
ed by militarism, violence (even in 
a cartoonish form), or racial 
stereotyping, this game is not for you. Cannon 
Fodder rejoices in its political incorrectness. 
Soldiers shoot wildly and scream in pain when 
hit. You can leave wounded dogfaces hollerin: 
or shoot ’em again and again for a seri 
rapid-fire shouts. You can kill the “natives” in 
grass skirts and sombreros, too, but 
ee they turn nasty 
oe | when you do. 

That said, how’s 

the action? Ac- 
tually, it’s quite 
fun. Cannon Fod- 
der isn’t a full 
blown military sim, 
nor is it as sophisti- 
cated a. strategy 
game as something 
like Syndicate. In- 
stead, the missions 
have a puzzle quality. (How do you get 
across that river without being blasted by 
the bazooka on the far shore?) 

The troops follow your mouse pointer 
like khaki-clad lemmings, shooting small 
arms whenever you click the right mouse 
button, and lobbing grenades and rockets 
(if you have them) when you click the 
right and left buttons together. All the 
running and shooting is arcade quality, 

which keeps things interesting. But there’s more 
to this game than firepower. You have to use 
your wits, too. 


By Christopher 
Lindquist 


E 
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co 
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dd HEROES. IN’ VICTORY. 


ABDUL 
SPOTTY 
GOORY 


You're limited to small 
soldiers for each missi 
troops are even m 
plex maneuver 
cute but mindless. 
go where you las 
bit to defend th 
ly off cliffs, into quick: 
don’t stop them, 

you round your lit- 
hing you can to 


many hours to work through all 24 multiphase 
missions. There will be mines to avoid, helicopters 
to destroy, and tanks to upend, but you'll do it. If 
you don’t, you'll watch the graves slowly cover the 
cemetery hill after each mission. And that’s some- 
thing that should happen only in a game. 


Cannon Fodder 
Virgin Interactive Entertainment 
800-874-4607 


Platform: DOS, DOS CD 

Requires: 386SX/20, 2MB RAM, MS-DOS 
5.0, VGA, mouse 

Street Price: $29.95 


GAME PLAY: 
GETTING STARTED: K *« *« * 
GRAPHICS: 


VALUE: 


This click-and-shoot game isn’t for the politically 


correct crowd, but it’ll keep everyone else occu- 
pied for hours. 


Advertisement 


(arre ae ) Mice Ls 


“Learn to Ski in a Whole New Way 
Interactive video instruction lets you learn how to ski 
at your own pace. Learn techniques, tips, and tricks - 
from basics to advanced — from the experts. Get-smart 
on equipment selection and care. z 

Sizzling Action 

Experience videos by Warren Miller like you've never 

seen them before! Full interactive control lets you 

experience the excitement of skiing - 
want when you want to see it. 


This complete i ractive guide to more than 1,000 
resorts includes information on lodging, lifts, slope 
maps, services, amenities, and more. 


CD-ROM re Macintosh and 
Microsoft. valplruidal 


Siyiaswesin 


*Also available where CD-ROM software is sold. 


Electronic Entertainment is a publication of International Data 
Group, the world’s largest publisher of computer-related infor- 
mation and the leading global provider of information services 
on information technology. International Data Group publish- 
es over 200 computer publications in 63 countries. Forty mil- 
lion people read one or more International Data Group publi- 
cations each month. International Data Group’s publications 
include: ARGENTINA’S Computerworld Argentina, 
Infoworld Argentina; AUSTRALIA’S Computerworld 
Australia, Australian PC World, Australian Macworld, 
Network World, Mobile Business Australia, Publish!, Reseller, 
IDG Sources; AUSTRIA’S Computerwelt Oesterreich, PC Test; 
BELGIUM'S Data News (CW); BOLIVIA’S Computerworld; 
BRAZIL’S Computerworld, Gamepro, Game Power, Mundo 
Unix, PC World, Publish, Super Game; BULGARIA’S 
Computerworld Bulgaria, Ediworld, PC & Mac World 
Bulgaria, Network World Bulgaria; CANADA’S CIO Canada, 
Computerworld Canada, Graduate Computerworld, 
InfoCanada, Network World Canada, Reseller; CHILE’S 
Computerworld Chile, Informatica; COLOMBIA’S 
Computerworld Colombia, PC World; COSTA RICA’S PC 
World; CZECH REPUBLIC’S Computerworld, Elektronika, 
Macworld, PC World; DENMARK’S Communications 
World, Computerworld Danmark, Macintosh 
Produktkatalog, Macworld Danmark, PC World Danmark, 
PC World Produktguide, Tech World, Windows World; 
ECUADOR’S PC World Ecuador; EGYPT’S Computerworld 
(CW) Middle East, PC World Middle East; FINLAND’S 
MikroPC, Tietoviikko, Tietoverkko; FRANCE’S 
Distributique, GOLDEN MAC, InfoPC, Languages & 
Systems, Le Guide du Monde Informatique, Le Monde 
Informatique, Telecoms & Reseaux; GERMANY’S 
he Focus, Computerwoche 


Computerwoche, Computer 
Extra, Computerwoche Karriere, Electronic Entertainment, 
Gamepro, Information Management, Macwelt, Netzwelt, PC 
Welt, PC Woche, Publish, Unit; GREECE’S Infoworld, PC 
Games; HONG KONG’S Computerworld Hong Kong, PC 
World Hong Kong; HUNGARY’S Computerworld SZT, PC 
World; INDIA’S Computers & Communications;INDONE- 
SIA’S Info Komputer; IRELAND’S ComputerScope; ISRAEL'S 
Computerworld Israel, PC World Israel; ITALY’S 
Computerworld Italia, Lotus Magazine, Macworld Italia, 
Networking Italia, PC Shopping Italy, PC World Italia; 
JAPAN’S Computerworld Today, Information Systems World, 
Macworld Japan, Nikkei Personal Computing, SunWorld 
Japan, Windows World; KENYA’S East African Computer 
News; KOREA’S Computerworld Korea, Macworld Korea, 
PC World Korea; LATIN AMERICA’S GamePro; 
MALAYSIA’S Computerworld Malaysia, PC World Malaysia; 
MEXICO’S Compu Edicion, Compu Manufactura, 
Computacion/Punto de Venta, Computerworld Mexico, 
MacWorld, Mundo Unix, PC World, Windows; THE 
NETHERLANDS’ Computer! Totaal, Computable (CW), 
LAN Magazine, MacWorld, Totaal “Windows”; NEW 
ZEALAND’S Computer Listings, Computerworld New 
Zealand, Network World, New Zealand PC World; NIGE- 
RIA’S PC World Africa; NORWAY’S Computerworld Norge, 
C/World, Lotusworld Norge, Macworld Norge, Networld, PC 
World Ekspress, PC World Norge, PC World’s Produktguide, 
Publish& Multimedia World, Student Data, Unix World, 
Windowsworld; IDG Direct Response; PAKISTAN’S PC 
World Pakistan; PANAMA’S PC World Panama; PERU’S 
Computerworld Peru, PC World; PEOPLE’S REPUBLIC OF 
CHINA’S China Computerworld, China Infoworld, China PC 
& Communications Magazine, Computer Fan, PC World 
China, Electronics International, Electronics 
Today/Multimedia World, Electronic Product World, China 
Network World, Software World Magazine, Telecom Product 
World; PHILIPPINES’ Computerworld Philippines, PC Digest 
(PCW); POLAND’S Computerworld Poland, PC 
World/Komputer; PORTUGAL'S Cerebro/PC World, Correio 
Informatico/Computerworld, MacIn; ROMANIA’S 
Computerworld, PC World, Telecom Romania; RUSSIA’S 
Computerworld-Moscow, Mir - PK (PCW), Sety (Networks); 
SINGAPORE’S Computerworld Southeast Asia, PC World 
Singapore; SLOVENIA’S Monitor Magazine; SOUTH 
AFRICA’S Computer Mail (CIO),Computing $.A., Network 
World $.A., Software World; SPAIN’S Advanced Systems, 
Amiga World, Computerworld Espana, Communicaciones 
World, Macworld Espana, NeXTWORLD, Super Juegos 
Magazine (GamePro), PC World Espana, Publish; SWEDEN’S 
Attack, ComputerSweden, Corporate Computing, Macworld, 
Mikrodatorn, Natverk & Kommunikation, PC World, 
Publishing & Design (CAP), Datalngenjoren, Maxi 
Data,Windows World; SWITZERLAND’S Computerworld 
Schweiz, Macworld Schweiz, PC Tip; TAIWAN’S 
Computerworld Taiwan, PC World Taiwan; THAILAND’S 
Thai Computerworld; TURKEY’S Computerworld Monitor, 
Maeworld Turkiye, PC World Turkiye; UKRAINE’S 
Computerworld; UNITED KINGDOM'S Computing 
/Computerworld, Connexion/Network World, Lotus 
Magazine, Macworld, Open Computing/Sunworld; UNITED 
STATES’ Advanced Systems, AmigaWorld, Cable in the 
Classroom, CD Review, CIO, Computerworld, Digital Video, 
DOS Resource Guide, Electronic Entertainment Magazine 
(E2), Federal Computer Week, GamePro, IDG Books, 
Infoworld, Laser Event, Macworld, Multimedia World, 
Network World, PC Letter, PC World, PlayRight, Power PC 
World, Publish, SWATPro, Video Event; VENEZ 
Computerworld Venezuela, PC World Venezuel 
NAM’S PC World Vietnam. 


Advertisement 


Desktop Tools 
and Toys from 


OVER 1 HOUR 
OF VIDEO CLIPS 
MORE THAN 100 
SCREENSAVERS 
PLANNER 
FORMMAKER 


pS a UE 2 
scout usaves fe PB BNR ER. 


THE ULTIMATE 
CARTOON STUDIO 


s Fitioge, oy ee 
les 


oie Fee SORT 
oon Say NM 


Cartoon! 


FOR ORDERS CALL 1-800-482-3766 


Byron Preiss Multimedia 
24 West 25th Street 
New York, NY 10010 


Distributed by 
Time Warner Interactive 


Ler 


By Bill Meyer 


| like one of the 
great unwashed and want 
a scrub? Flip on some televised golf. The soothing 
music, whispering announcers, sparkling brooks, 
and scenic fairways bring the country club right 
into your living room. 

Electronic Arts-shoots for that same pristine 
* respectability in PGA Tour Golf 486. Announcers 
comment in hushed voices, option screens feature 
picturesque moats, well-mannered crowds celebrate 
» birdie putts with polite applause, and soft guitar 
tones say good-bye to each hole. 

PGA 486 definitely has the feel of televised 
golf—and unfortunately, 
the game play is just as 
sleepy as a Sunday after- 
noon golf broadcast, too. 

On the surface, PGA 
486 looks a lot like 
Access Software’s popu- 
lar Links Pro/386. But 
your first swing demon- 
strates that looks can be 
deceiving. PGA 486 has 
its own swing design— 
and eliminates Links’ 
annoying layer-at-a- 
time screen redraws 
after each stroke. PGA 486 also sports the 
snap-around camera from the original PGA 
Tour that lets you view the incoming ball after 
you make your shot—particularly striking on 
approach shots to the green. 

Overall, PGA 486’s stunning visuals represent 
a huge improvement over the original PGA Tour 
Golf. The courses are a hybrid of computer 
graphics and digitized photos from three PGA 
Tour courses—Summerlin, River Highlands, and 
Sawerass. The nine pros—including such luminar- 
ies as Tom Kite, Craig Stradler, Fuzzy Zoeller, 
and Lee Janzen—are no longer animated sprites. 
Instead, each swing, chip, putt, and look of exas- 
peration is portrayed by a digitized video 
sequence of the real golfer. 

If all this seems too good to be true, it is—if 
you don’t have the recommended hardware. Eight 
megabytes of RAM are practically a must. With 
only 4MB, the game resorts to low-res graphics 


ET TWeS. 
BILL MEYER 


7 ft below 


SWINE. 


lie: Tée 


To hit the long 
hall off the tee, 
let the power 
meter reach the 
orange section at 
the top, and stop 
it in the white area at the bot- 
tom. * When putting, use the 
grid to find the breaks in the 
green. Place the target just 
beyond the break and add a little 
extra power to your swing. 
When using backspin on 

i | approach shots, choose a club 

_ | with enough power to make sure 

the ball rolls back toward the 
pin, not away from it. * Don’t 
worry about crushing your tee 
shots. Hit straight and true so 
you can nail an accurate 
approach shot. Watch Lee 
Janzen if you need pointers. 


ENTERTAINMENT 


Low. Ih 


Tour pros discuss their love of golf, 
most-feared holes, and biggest wins. 


Faron 


and also loses 


the snap- Bite Vedra, Florida 

around cam- 

era option. pula : Sawgrass, 
Without suffi surmmertin, and River Hightands. 
cient RAM, 


even a fast 486DX suffers through jerky animation 
and brutal load times between holes. On a 
Pentium with the recommended 8MB RAM, 
though, the game becomes a dream. Maybe EA 
should have called it PGA Tour Golf Pentium. 

The proper hardware lets you revel in a wealth 
of little extras. There are four types of play— 
stroke, skins, match, and tournament. An intuitive 
hitting mechanism and a power meter are superim- 
posed next to the player. And a new Target Arc 
System displays arc and ball spin before you swing. 

Other treats include watching the ball’s 
shadow dip and rise with the terrain, and seeing 
balls bounce high off cement paths instead of 
seeming to strike just another piece of fairway. 
PGA 486’s cosmetic and design improvements 
really do make a difference. That is, they make 
a difference if you’ve got enough machine to 
take advantage of them. 


PGA Tour Golf 486 


Electronic Arts 
800-245-4525 


Platform: DOS CD 
Requires: 486SX/33, 4MB RAM, Super VGA 
List Price: $59.95 


GAME PLAY: 
GETTING STARTED: *« *« *« * 
GRAPHICS: 


VALUE: 


PGA Tour Golf 486 is today’s best golf game. But 
its television-quality production values and intu- 


itive hitting mechanism require the best hardware 
money can buy. 
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tertainment 


#1 January 1994 
Premiere Issue $9.95 


#2 February 1994 
Hollywood $3.95 


#3 March 1994 
Rock ‘n’ Roll $3.95 


#4 April 1994 
Multimedia Party $3.95 


#5 May 1994 
Digital Escapes $3.95 


#6 June 1994 
Discover the Future of MultiMedia $3.95 


#7 July 1994 
Multimedia To The Max $3.95 


#8 August 1994 
Cybersex $3.95 


#9 September 1994 
Power Play $3.95 


#10 October 1994 
Dark Forces $3.95 


#11 November 1994 
: Star Trek $3.95 


-—# December 1994 
Doom Killer $3.95 


To order by credit card call 
800-360-2228 


$9. 95 outside US 
(Add $1.00 for each 
additional issue) 


Allow 
1-2 weeks 
for delivery 
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433 Hackensack Ave., 8th Floor 
| Hackensack, NJ 07601 
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Advertisement 


From chariots to Trade Wars 
2002, from dungeons to 
deep space, the hottest 
new games, always 


e Multiple players, role 
playing, interactive —it’s all 
here! 


e Unrestricted down 
loading—at fast 14.4 Kops! 


e Information, education, 
chat, forums, and more! 


e Instant access, 


% 24 hours a day! 


e Internet mail and FidoNet 
newsgroups! 


e Choice of screen graphics! 


e All skill levels—adventure 
for the whole family. 


(608) 822-2000 


by modem 


Voice: (608) 849-1464 


* Never any charge to use the service: you pay 
only your normal cost for the phone call. 


NHL Hockey ’95 


By Rick Raymo 
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ey Loved ty 


ef i 


Use the One- 
Timer regularly to 
gain more twine 
bulges. * Ina 
rs _ faceoff, the ref 
does a minor 
flinch just before he drops the 
biscuit. That’s the time to go for 
the puck. ¢ Remember, passing 
is always faster than skating. 
Shoot, shoot, shoot. @ Just 
like the real thing—pull your 
goalie when you’re down a point 
or two with a minute or so 
remaining. @ Try a Drop Pass 
into a One-Timer. When starting 
out, play with a team like the 
Rangers (better numbers) and go 
to the lesser teams for greater 


iPS 


challenge as you gain experience. 
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[ up your stick, chomp 
on your mouthguard, and 
adjust your cup—it’s time to 
play NHL Hockey ’95 from 
Electronic Arts. This PC 
CD-ROM brings you all the 

me La fy real NHL 
teams, all 
the actual 
players, and 
more game 
manager and statistical stuff 
than you can shake a 
Zamboni at. 

NHL 795 offers three ways 
to play: Skate a single 
Exhibition game between the 
clubs of your choice, choose 
League play and take your 
team through an entire 84- 
game season, or jump immedi- 
ately into the Playoffs. You 
can play any mode either 
alone or against as many as 26 
friends. Play together on a sin- 
gle computer, or import and 
export info about each team 
via floppy disk. 

You also get three ways to 
control the action: Play from the keyboard, with a 
standard joystick, or (best of all) with a four-but- 
ton Gravis PC Gamepad. 

So what’s new in this latest version of NHL 
Hockey? Bust an opponent to the ice on a break 
and he gets to go one-on-one with your netminder 
for a penalty shot. There’s great game art all over 
the place, too—from the front desk to the season 
schedule. Hot checking animations will make you 
oomph as Ulfie lays Oates into the boards. The 
new General Manager mode gives you the oppor- 
tunity to trade and even create players. 

The action’s great, but stats freaks will have an 
absolute field day with NHL Hockey ’95. The 
game gives you all the player statistics for the 
1993-94 NHL regular season and the Stanley Cup 
Playoffs. Play a season of your own and you cre- 
ate mounds of new information, sorted any way 
you want. Line it up by Standings, Scoring, 
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Defense, Penalty 
Killing, Power Play, 
Penalties, Points, 
Goals, Assists—the 
list goes on and on. 
Tired of looking at 
all that data on the 
screen? Output it 
to a text file and 
dump it to your 
printer so you can pore over it on paper. 

NHL Hockey ’95 is the best PC-based version 
of North America’s best winter sport. That said, 
the Sega CD, Genesis, and Super Nintendo ver- 
sions of the game are far superior to the PC ver- 
sion. The game systems seem to deliver better 
speed, crisper graphics (with the exception of the 
high-res transition screens in the computer ver- 
sion), and much more comfortable play with 
game-pads designed to do the job. 

On the other hand, the computer shuts ’em out 
on statistical data and sound (it even includes 
music by the San Jose Sharks’ organist). If you 
own a PC with a CD-ROM drive and have no 
intention of buying one of the mainstream home 
game systems, this is the hockey game to get— 
blocky pixelated graphics and all. 


NHL Hockey ’95 


Electronic Arts 
800-245-4525 


Platform: DOS CD 

Requires: 386/33, 4MB RAM, DOS 5.0, 
Super VGA 

List Price: $59.95 


GAME PLAY: 
GETTING STARTED: *« + 


GRAPHICS: 
SOUND CHECK: « «+ 


VALUE: 


The game decks do it better, but if you want to 
play hockey on your PC, this is the game to get. 


eree’s call a the free k 
this game with a joysti 


Planet Soccer’s graphics are its strongest asset. 
The unique on- 


ort can’t com- the-field perspec- 

egrown products tive puts you 

l Electronic Arts’ FIFA right in the mid- 

International Soccer. (See dle of the action. 
“Soccer: The Real Football,” This is a refresh- 


November 1994, page 104.) 
On the plus side, Planet 


ing change from 
most soccer 


a} Even the Soccer offers a unique approach games, which 
o| reap and several different modes of offer only over- 
ml weakness: Aim play. You can engage ina match — Ghoosedeams HIAN'39 ComamICs: head or side 
bl low and for ay between any of more than 30 countries, énter a views, \And the players themselves are nicely 
you'll score eet eal of configured tournament, custom-build’@, d= Their movements, especially sliding tackles 
them. * If your opponent gets ment, or face the ultimate challenge in) World Ct g saves, are as authentic as those in any 


into your penalty area and you mode. And unlike most other soccer gam 


| need to clear the ball, press your a \ ‘ 
shot button to kick the ball out of | 2°CCet features the real-life rosters from 4 forgot to_ pay 
trouble. * If you’re coming right | World Cup teams. and the. 


t of the field. 
groans of the players are decent, the crowd noi 
sounds more like radio static than the rhythm 
chanting you’d hear ata real game. 

Planet Soccer has its share of good points, but 
remains an average game in a field blessed wi 
some strong co 


at the keeper, shoot the ball, and 
angle it away from him with your 
control button. 


Planet Soccer 
I-Motion 
800-443-3386 


Platform: DOS 

| Requires: 386DX/25, 4MB RAM, DOS 5.0, 
VGA, mouse 
List Price: $49.95 


Adjust your line up to 
suit the opposition. 


GAME PLAY: 
GETTING STARTED: 
a 7 GRAPHICS: 


. weaknesses of 
each squad. After you choose a team, yourselect UND CHECK: *« *« + . 


A good goalie is key to 
winning the cup. 


' 
t = 


from five formations and pick the strategy that_ VALUE: 
fits your team’s abilities. Once you’re on the i 


a diagram shows the location of every player [EUG CEU T Ua as 
stand up to the competition, such as Electronic 


‘Ip you map out your strategy. 


; : 
hat all sounds great, but game play can be slug- AES FES Inert See 
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By Ann M. Marcus 


and make it easy to adapt a drive for either a PC 
or a Macintosh. Some systems bundle the SCSI 
connection with the drive, but most require PC 
owners to shell out an additional $50 to $100 for 
the SCSI hookup. Internal drives can be trickier 
extra performance you'll to install, especially when it c®mes to hooking 
_ see depends on the titles and games you play. the drive to the sound card and getting it all to 
ortunately, most CD-ROM titles were writ- | work. But they take up less desk space and 
nly single-speed‘or sometimes _ don’t require their own AC outlet. 
n video-intensive Buying your quad-speed CD-ROM drive as 
On a quad-speed __part of a multimedia upgrade kit gives you all the 
n equipment you'll need at one time—usually 
including a number of CD-ROM titles—as well as 
comprehensive instructions and a single source 
: hnical support. 
int out the differences, we checked out 


= verybody always 


wants to go faster. From carnival rides to 


disc in a special 
- Small Computer 
: ___as the controller. SC: 
they don't “ie cae or — “daisy-chain” several devices | 
y faster, so games and multimedia 


On the echnical side, the Plextor has a ae : 
megabyte of cache and features a front-panel 


volume control and headphone jack. It was — 
fastest (8 seconds) in returning the list of films 
from our Cinemania search, even though the 
company claims an access speed of only 220ms_ 
(70ms slower than Toshiba states for its drive). 


There is a $60 charge for the SCSI interface ay 
software drivers. 

You can even call Plextor’s technical “oot 
toll free. The Plextor drive is also available from 
Educational Services under the MediaTech 
brand name. : 


Product Name: PX-45CH 
Company Name: Plextor 
Phone: 800-886-3935 

Platform: PC/Mac 

List Price: $599 external, $489 internal 


Toshiba TXM3501E1 
Living up to Toshiba’s high-performance repu- 
tation, the TXM3501E1 didn’t disappoint. This 
lightning-fast;drive may be light on cost, but the 
solidly constructed box weighs as much as a 
small planet. 

The installation is generally straightforward 
but dogged by some minor annoyances. We 
found it a chore to attach the power cord, and 
getting the caddy to click into the drive Was a bit 
tricky. The manual was terse and technical and 
lacked a quick-start section. 

Once we finished the installation and fired up 
the drive, things improved markedly. In our 
Cinemania test, the Toshiba returned the match- 
ing list of films in a respectable 10 seconds. 
Toshiba claims a swift 150ms access time, far 
faster than any other drive we tested. The drive 
alsdcomes with 256KB of cache memory and 
sports'a volume dial and a headphone jack 6n 
the front panel. Expect to shell our an additional 
$80 (Mac) to $175 (PC) if you need a SCSI inter- 

_face for your system. 


_ Product Name: TXM3501E1 
Company Name: Toshiba America © 
Information Systems 

Phone: 714-457-0777 

Platform: PC/Mac 

List Price: $600 external, $470 internal 


- their mechanical quality. 


NEC 
MultiSpin 
4X Pro 


NEC’s products are | 
known for their fit and \ 
finish as much as for | 


The NEC MultiSpin 4X Pro has great 
industrial design and handy controls for volume 
and audio adjustments on the front panel. The 
connectors and power cords attached easily, 
and the drive spun into action immediately. 

The 4X Pro is reportedly the fastest of NEC’s 


quad-speed COROM drive line, and it’s also the _ 


most expensive at almost $700. But although 
the drive is rated at a 180ms access time, it was 
the slowest drive in out Cinemania retrieval test, 
taking an average of 22 seconds to retrieve the 
list. NEC claims better performance when you 
match the drive with the company’s own SCSI 
card, which costs an additional $99. 

NEC helps compensate for slow performance 
with quick and friendly service and toll-free tech- 
nical support. And the drive’s manual is well 
thought out and easy to understand, with simple 
and clear illustrations. 

NEC makes two other quad-speed drives—the 
4Xi (internal) and the 4Xe (external). The compa- 
ny claims that these units have access speeds 
of 220ms. You can buy he 4Xi and 4Xe by them- 
selves ($415 and $5 5, respectively) or as part 
of a kit that includes the SCSI adapter card and 
ae a Encarta encyclopedia. ($495 and 
$595, respectively). 


Product Name: MulitSpin 4X Pro 
Company Name: NEC Technologies 
Phone: 800-632-4636 

Platform: PC/Mac 

List price: $699 


TEAC SuperQuad 


The easy-to-install SuperQuad has everything 
you could ask for in an internal CD-ROM drive. 
The simple installation process is assisted by a 
helpful manual that highlights potential pitfalls 
and ways to avoid them. 


_ the TEAC drive with 


ws 
wet re = 
hey 
So ie o 
_ aeaoet 


The drive uses a pro- 
prietary interface that allows it to work 
with Sound Blaster or compatible sound cards 
without making you fuss with jumper cables 
and DIP switches. The SuperQuad spent 9 
seconds retrieving the Cinemania film list, 
and TEAC claims that the drive has. 195ms 
average access time. 


Surprisingly, the least expatine way to buy 


the SuperQuad is in kit form. Both Diamond 
Multimedia and Megamedia Computer sell kits 


based on the SuperQuad that cost less than 


TEAC’s $649 list price for the drive alone. 
The Diamond Multimedi: 


stereo sound card, a pair a barel 
_watt speakers, and 30° ‘si : 
including Myst, SimCity 2000, Where In The _ 
World Is Carmen Sandiego? and Compton’s — 
Interactive Encyclopedia. 
Megamedia’s Extreme Quad combines the 
TEAC drive with a MegaSound 16-bit FM synthe- 
sis sound card, another set of adequate speakers, 
and a shorter list of software titles—for about 
$100 less than Diamond’s version. (Diamond 
Multimedia Kit 5000: Diamond Multimedia 
Systems; 408-736-2000; $599. Extreme Quad: 
Megamedia Computer; 800-634-2633; $489) 


Product Name: SuperQuad 
Company Name: TEAC America 
Phone: 800-888-4923 
Platform: PC 
List Price: $649 
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- noticed that the cine surrounding this 


video-compression technology is frenzied, - 


ish sales of both the hard- 
to display MPEG video 


and multimedia titles 


ion standard was 
al Standards 


be done to re 
the amount of vid- 
: eo data. 


a single-speed CD-ROM drive. 
Despite a number of competing video- 
compression formats designed for com- | 


puters, such as Intel’s Indeo and 
Radius’s Cinepak, MPEG enjoys the sup 


port of such companies as Panasonic, 


GoldStar, and Philips in 3DO and CD-i 
CD-ROM~-based game consoles. Sigma 
Designs’ ReelMagic cards for the PC use 
MPEG, as do new products from Creative 


more than $400 to around $200. 
This consumer push has attracted the 
att ntion of cone developers that are 


ReadySoft and Infocom have released 
MPEG versions of their 5 
Dragon’s Lair and Return to Zork. 


Labs, RasterOps, and Jazz Multimedia. | To understand what's going on behind 


Even Apple is working on MPEG for its 
630-series Macintoshes. 


the scenes when you see an MPEG 
image on your screen, read on. 


Cutting COFMELS tre test step in 


_ shrinking the video data is to lower the 
_ quality of the image. Decreasing resolution _ 


factor of four—from broadcast quality — 
lose to Super VHS quality—helps a little, 
ill necessary to compress th 
er 45 times. That’s 


‘ed frames, 


which are derived —_ either past or future 
frames. Predicted frames work for objects that 


are already on the screen, such as a ball moving 
from left to right. Bidirectionally predicted frames 


handle objects that are about . Appear such as 


a ball iadeny thrown 


fe on the Ege MPEG is far from 
perfect. Because it works with 16-by-16 
blocks of pixels, object edges can often 
appear blurry, blocky, or jagged unless the 
image is hand tuned. Cartoons, in particu- 


ReadySoft’s MPEG 
Dragon’s La 


How Does MPEG NOTH? to ame 


video efficiently, MPEG doesn’t compress 
¥ every single frame. Instead, it transmits 
only the differences between one frame 
and the next. For example, in a clip of a 
man giving a speech, only the 
area around his mouth and 
hands changes from frame to 
frame. The background and 
much of the rest of his body stay 
fairly constant, so MPEG doesn’t 
store that extra information on 
- the disc. MPEG also predicts 
where moving objects will go 
next based on their direction and 
peed. So instead of recom- 
pressing the whole picture of a 
baseball flying over the left-field fence, 
_ MPEG predicts where the ball will be in the 
frame and saves only those pixels. 


_ lar, often reveal this shortcoming. The best 
way for software developers to produce 


MPEG movies. 
MPEG technology delivers maximum 
crunching power on video that contains 

- consistent, predictable movement. Scenes \ 


ae 


ASUMMelry for YOU aNd Me one 


of the biggest advantages—and one of the 
biggest drawbacks—to MPEG is that it is an 
asymmetrical compression technique. That 
means it takes much more effort to com- 
press MPEG video than to decompress it. 
That helps keep MPEG decompression 
hardware fairly inexpensive, but it also lifts 
MPEG compression out of reach for con- 
sumers who want to record their own 


great-looking MPEG titles is 
to take the time to tweak 
every frame, which takes 
considerable effort but 
results in a superior product. 


Directionally Challenged curren 


‘with lots of objects moving in many direc- 


ions at once, such as a school of sharks, 
> suffer from “artifacts” such as blurry, 
s in the image. MPEG also 
objects move in a straight line: 


in the compressio 


technology will no doubt further reduce 

these artifacts. :  < / 
Crystal Dynamics’ UD fh : ) — ae 
MPEG The Horde e am e ost MPEG video is 


compressed at only 352-by-240-pixel reso- 
lution, which produces an image about half 
the size of a standard VGA screen.To get ts 
full-screen video, the decompressio 

employs a technique called up 
This process doubles the number of pixels 
and looks at the pixels on either side of the 
newly produced pixel to decide what it 
should look like. 


High-Tech Models MPEG also uses 


a number of other techniques. Because the 
eye is more sensitive to brightness than 
color, MPEG deletes some subtle color 
information—without noticeably affecting 
picture quality. Similarly, it removes a small 
amount of detail that won't be noticeable to 
a viewer. : 


Time Warner’s MPEG 


: . Flash Traffic 
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ILLUSTRATION BY DAVID POVILAITIS 


Printer Problems 

I'm looking to buy a printer, but Im con- 
fused. Ive. een ads for ink jets, lasers, and 
dot-matrix printers. How do | choose? 

James Jones 

Address withheld 


Printers have come a long way since the old 
daisy-whe days, when that noisy automated 
typewriter danced under a huge, quasi- 
soundproof hood that looked like a neonatal 
incubator. Each of today’s options has some- 
thing to recommend it. 

Dot-matrix printers are generally the least 
expensive, but they generate the lowest-quality 
output. They print using a series of tiny pins 
that hit the inked ribbon in a particular configu- 
ration to create each letter. The more pins, the 
sharper the text and graphics. Typically, dot- 
matrix printers come in 9-pin (often called near- 
letter-quality) or 24-pin (called letter-quality) 
models. Color models are also available. Two 
notes: Dot-matrix printers tend to be much 
louder than other nonimpact printers, and font 
selection can be severely limited compared 
with ink-jet and laser models. 

Ink-jet printers are a terrific value. 
These devices spray ink onto the page #3 
using a series of small jets. Print speed 
(around three to four pages per minute, 
depending on the complexity of what you’re 
printing) and reliability tend to be quite high, 
while print quality varies from little better than 
dot matrix to almost indistinguishable from 
laser. And you can find high-quality color ink-jet 
printers for less than $400. 

Laser printers are still the Cadillac of print- 
ers. A computer-controlled laser electrostatical- 
ly attaches tiny bits of toner directly to a rotat- 
ing drum. The paper wraps around the drum, 
and the printer applies heat to fuse the toner 
onto the paper. Although prices for laser print- 
ers have been dropping, you will still pay 
around $500—much, much more if you want 
color (around $7,000!). In addition, laser print- 
ers are more expensive to operate than either 
dot-matrix or ink-jet printers. But you can 
expect exceptional print quality, especially for 
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graphics and fancy fonts. Print speed is gener- 
ally good, too, starting at around 4 pages per 
minute and climbing to 12 or more pages 
per minute (if you want to spend some dough). 

Your best bet is to assess your needs, 
check your wallet, and go to a computer store 
to test out various models. Generally, any print- 
er will run through a test sequence that shows 
off its speed and printing capabilities. 


The Price of Parity 

e | run Windows in 386 
jode (by typing win from the 
command line), | get a memory parity 


error. When I run in standard mode, this 
\" : 


et 


never happens, but running Windows in 
standard made is less than useless, and it 
tends to crash it a lot. 

Ive tried all combinations of the com- 
mand-line switches, and I've reconfigured 
my startup files ad nauseam. From every- 
thing I've read, this sounds like a memory- 
chip problem. Oddly, if | start Windows by 
using the WINHELP command, it will 
sometimes run flawlessly in enhanced 
mode. All tests I've run reveal no problems. 
Help! 

Bob Smolka 
Via America Online 
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Printer Problems, 
Windows parity errors, 
and unexpandable Macs. 


Don’t worry, Bob—you’re not alone. Many 
Windows 3.1 users have also encountered the 
dreaded parity error. Unfortunately, parity 
errors, like so many things in life, are 
subject to the Gatesian Law, which states, 
“Thou Shalt Not Blame Microsoft Under Any 
Circumstances.” 

What’s happening is that your computer’s 
processor is always checking memory to make 
sure that everything is hunky-dory and that no 
bad bits are being fed to the system. 

One way it does this is with a parity bit The 
parity bit is like an on/off switch. If the bit is on 
when the processor thinks it should be off, a 
nonmaskable interrupt (NMI) leaps onto the 

scene to let the computer know an error 
could be in the making. In standard mode, 
Windows ignores the NMI, hands everything 
back to the system, and crashes (which may 
explain your standard-mode problems). 
Enhanced-mode Windows is much more 
\|_ sensitive: It picks up the NMI, says, “Oh! 
An NMI!’ flashes you the error message— 


ia ‘ind then crashes. 


‘Why does the parity error happen in 


Ps “7. Windows when everything else, including 
8, 


your memory-diagnostic utilities, indicates 
that memory checks out fine? Well, Micro- 
soft says it’s because nothing uses memory 
quite the same way Windows does 
(something DOS fans have known 
for years). 
Unfortunately, there’s no easy way to check 
your hardware for parity problems. You can try 
loading programs and drivers in a different 
order, or not loading them at all. They may be 
causing a conflict. That may explain why start- 
ing the system with WINHELP seems to solve 
the problem. 

If that doesn’t work, you may want to get 
a new RAM module with the same speed 
rating as your current memory and play 
“swap the SIMMs”-that is, systematically 
use it to replace each of your current SIMMs. 
Test Windows after each swap. If the parity 
error goes away, you’ve found your bad chip. 
If it doesn’t, Microsoft suggests that the 
problem may reside in a faulty video card or 


even a peevish power supply. A visit to a 
computer-repair center may be in order; it’s 
likely to have the necessary parts on hand 
for testing. 

Good luck. 


Performa Woes 

L-recently. purchased a Macintosh 
Performa 480. At first | was happy about 
my choice, but | soon was disappointed 
when | saw that there were better 
Macintoshes out there. Now I'm thinking of 
upgrading or trading in this Performa for 
another model. 

So, three questions: How can | get in 
touch with a good trader? What kinds of 
upgrade options are available for a 
Performa 430? And, if | get a CD-ROM 
drive, is an internal one better than an 
external one? 

PaulS46295 
Via America Online 


Three answers to help you find a better system 
one if you plan on doing much 
ng or multimedia): 

1. You can look in the yellow pages under 
Computers—Dealers—Used and call one. After 
you ask what they'll give you for your 430, try 
not to swallow your tongue when they tell you. 
Unless you need to sell the computer fast, 
you'll generally get a much better price if you 
sell it directly through a classified ad in your 
local paper or via an online service. 

You can also call the Boston Computer 
Exchange (617-542-4414), a brokerage compa- 
ny that matches prospective buyers and sellers 
of used computers, as well as the publisher of 
a price index for these used systems. The com- 
pany will tell you what the current going rate is 
for your particular machine. 

2. Unfortunately, there aren’t many ways to 
upgrade a 430. About all you can do is add 
more RAM (to a total of 10MB) and a CD-ROM 
drive (external only). The 430 was designed to 


be an easy-to-use home computer, not an 
expandable performance powerhouse. 

3. Normally, I’d say get an internal drive; they 
don’t take up desk space and they don’t need a 
separate power cord. But as | said before, a 
Performa 430 can use only an external CD- 
ROM drive. There’s just no room inside the sys- 
tem for the drive. f& 
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TIME WARNER 
INTERACTIVE 


Adam Sandler 


2210 W. Olive Avenue 
Burbank, CA 91506 
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How To Use the New 
Jateriainment Sefhware 


Rating System 


What is the Entertainment Software Rating Board? 
The ESRB is a newly created independent board that has, with the support of the industry, developed a stan- 
dardized rating system for interactive entertainment products. 


What the Ratings Do 
The ESRB ratings are designed to give consumers information about what's in an interactive video or com- 
puter entertainment title and for which ages it’s appropriate. They are not meant to tell you what to buy or 
rent or to serve as the only basis for choosing a product. In addition to the ratings, consumers should always 
consult product packaging for additional information about the product and should apply their own tastes 
and standards in making final purchase or rental decisions. 


What to Look For 
Ratings: Consumers should look on the front of the package for the ESRB rating symbol, which gives infor- 
mation about ages for which the product is appropriate. 
Content Descriptors: In addition to the rating, consumers should check for important content information 
(also called “descriptors”) in the black-and-white box on the back of the package. These content descriptors 
give more details about the product in terms of violence, sexual themes, language, and other areas that may 
concern some consumers. For example, the skill level that is necessary for young players to enjoy the prod- 
uct or animated depictions of violence. If there is no content information on the back of the package, the 
Rating Board believes that the product does not include content that must be highlighted. 


The Five Rating Categories 


Look for these ratings on the front of the package and, for more information, 
look for content descriptors on the back of the package. 


Early Childhood 
Titles rated “Early Childhood (EC)” are suit- 
able for children ages three and older and do 


Mature 
Titles rated “Mature (M)” are suitable for per- 
sons ages 17 and older. These products may 


not contain any material that parents would 
find inappropriate. Check the content 
descriptors box on the back of the package 

= to see if children need reading, computer, 
or other skills to fully enjoy these products. 


Kids to Adult 
Titles rated “Kids to Adult (K-A)” are suit- 
able for persons ages six and older. These 
titles will appeal to people of many ages and 
tastes. They may contain minimal violence, 
some comic mischief (for example, slapstick 
comedy), or some crude language. 


Teen 
Titles rated “Teen (T)” are suitable for persons 
ages 13 and older. Titles in this category 
may contain violent content, profanity, 
and/or mild sexual themes. 


include more intense violence or profanity 
than products in the Teen category. In addi- 
tion, these titles may also include mature 
sexual themes. 


Adults Only 
Titles rated “Adults Only (AO)” are suitable 
only for adults. These products may include 
graphic depictions of sex and/or violence. 
Adults Only products are not intended to be 
sold or rented to persons under the age of 18. 


For more information 


on the rating system, please call 


the Entertainment Software 
Rating Board toll free 
at 1-800-771-3772. 


So you think you’re ready to take a snap 
against 3000 pounds of defensive muscle. 
qaxe YOUR HITS Witt POWERFUL 3-0 Grapes YOU think you're 


AND REALISTIC MOTION CAPTURE TECHNOLogy, 


good enough to 
take it deep on 
anyone. You think 
you can go toe-to- 
toe with the big boys of the 
NFL. Well here’s your chance. 
Unnecessary Roughness ’95. 
Unnecessary Roughness ’95 is the first football 
simulation so realistic, it’s a rush. You'll feel it when you 
Ma pop one for 25 with 
iat Barry Foster or 
: :V Jerome Bettis. 
YavERS®” You'll live it when 
you’re tracking down halfbacks 
with Reggie White, Junior Seau 
or Rod Woodson. You'll see it, 


a SPORT SECTION FULL OF PRINTABLE stars 
(TH LEAGUE LEADERS UPDATED EVERY Wer, 


pLAY FOR KEEPS WITH ALL 28 REAL NFL Teams 
AND OVER 1400 PLAYERS FROM THE NFipa 


smell it and taste it when 
you break one deep with 
Sterling Sharpe or Tim Brown. 

Whether you're playing head-to-head 
with a buddy, 
getting into the 
action with 
Helmet Cam, making mid-sea- 
son trades, or watching the 
replay of the worst penalty 
call in history, this game is 
about one thing: How it feels when you play for real. 

Rush down to your favorite software retailer for 
Unnecessary Roughness ’95 or order direct by calling 


1-800-245-7744. ' 
(Mention code U95PC1 and get * TNNEGESS ARY 
ROUGHNESS 95° 


a FREE Sport 
Por IBM PC ond PCICD- ROM 


REPLAY THE ACTION FROM ANYWHERE 
\N THE STADIUM WITH INFINITY Cam 


Accolade T-shirt 
with your 
purchase!) 


Unnecessary Roughness '95 is a trademark of Accolade, Inc. © 1994 Accolade, Inc. NFLPA is a trademark of National Football League Players Association and is used under license by Accolade, Inc. 
TM/©1994 NFLP. Licensed by the NFL QB Club, Inc. The Sport Accolade logo and Sport Accolade are trademarks of Accolade, Inc. 
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Brain Lord 
Official Players Guide 


By: Tim Rooney 
Fulfill your destiny as a dragon warrior and 
learn how to master the game! This guide is 
loaded with in-depth maps to all levels, 
routes to avoid pitfalls, complete weapon 
charts, and tons of strategies, tips, and 
cheats from the experts who developed the 
game! 
Price: $9.95 
Code: BK-305 
Platform: SNES 


official PLAN 


Alien Legacy 
Official Players Guide 


By: John Saver 


Get all the tips, maps, clues and 
strategies for this new 
Strategy/Adventure game from 
Sierra. Learn how to battle 
against alien Empiants, solve 
the mystery of the missing 
Tantulus seedship, and learn 
how to use technology to your 
advantage. Get it now....The 
fate of humanity depends on 
you! 

Price: $18.95 

Code: BK-308 

Platform: IBM-PC 
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QuestBusters 
The Book of Clues 2 


By: Shay Addams 


QuestBusters The Book of Clues 2 
has all the strategies you need to 
dominate the hottest CD-ROM titles 
available for your PC! Get complete 
solutions for: Alone in the Dark II, 
Arena: Elder Scrolls, Myst, Under a 
Killing Moon, Al-Qadim, Goblins Quest 
3, Ravenloft, and many more! 

Price: $18.95 


Code: BK-307 
Platform: IBM-PC 


Microsoft Golf 2 
Authorized Guide 


By: Corey Sandler 


This is the perfect gift for 
those wanna-be golf pros! 
This guide includes in- 
depth information on each 
course provided by profes- 
sional golfers. Includes 
hole-by-hole strategies for Firestone, Banff 
Springs, Mauna Kea, and Torrey Pines. It 
even comes complete with a vacation 
guide to help you plan your next golfing 
excursion! 

Price: $18.95 

Code: BK-316 


Platform: IBM Windows 3.X or higher 
Available: December 23rd 


™ i 
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To order, fill out product order form and mail to: 


° Add only $4.00 for shipping and handling ($6.50 to ship to Canada, 


$9.95 to ship outside U.S.) Add $1.00 for each additional book 


Electronic Entertainment 
P.O. Box “P” 
San Mateo, CA 94402 


Unit Price Total 


Subtotal 


Shipping 


= Add sales tax, residence of CA, IL, and NJ only (CA = 8.25%, 
IL = 6.25%, NJ=6%) 

(J Check/Money Order LIVISA (J Master Charge 

Credit card No. Expiration: 

Signature: 

Name: 

Address: 

City: State: Zip Code: 


Or call 800-360-2228 to order NOW! 


Sales Tax (CA=8.25%, IL=6.25%, NJ=6%) 


Grand Total (U.S. dollars only) 
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Introducing The Quad Speed Diamond Multimedia Kit 5000. 


Top CD Titles: Over 30 
CD Titles Included. 
Including Myst, Rebel 

Assault SE Compton’s 
Interactive Encyclopedia, 
Family Doctor, Sim City 2000, 
Mega Race, Where in the 
World is Carmen Sandiego?, 
and more! 


Easy Installation: Includes 
Quick Start Video. 


Diamond Multimedia’s Kits are loaded 

with features and software that’s unmatched! 
Brought to you by Diamond, known for 
their full line of award-winning Viper™ and 


Stealth™ products. 


Now with the Diamond Multimedia 
Kit 5000, you have maximum performance 
and quality thanks to the quad speed 


MIRO GENER fizz 


The Fastest Drive: 
Quad Speed CD-ROM Drive. 
Instant Response: 
600KB/second transfer rate. 


DIAMOND 


Stereo 
Headphones. 


CD-ROM drive, the fastest in the industry, 
linked to a Wave Table upgradable 16-bit 
sound card. Or, get the Diamond Multimedia 
Kit 1000 with the blistering fast, double 
speed CD-ROM drive, for even less money! 
Both are a snap to install and have more 
than thirty hot software titles for the best 


value in the market. 


omy Gia ELEKTEK 
The Computer Wonderland 


Great Audio: 
High Performance 
Magnetically Shielded 
Stereo Speakers. 
100-15,000 Hz frequency 
response. 


DIAMOND 
MULTIMEDIA 
KIT 5000 


Clip-on Microphone: 


Compact & 
Omni-directional. 


CD Quality Audio: 
Diamond 16-Bit 
Sound Card. 

Works with all Sound Blaster 
Compatible Games. 
Wave Table Upgradable. 


So get it loaded. Fast. Choose the most 
complete kit available today, the Diamond 
Multimedia Kit. Call 800-4-MULTIMEDIA 
for details, or use our FAX-Back service 
at 800-380-0030. 


All trade names referenced are the service mark, trademark, or registered 
trademark of the respective manufacturers. Rebel Assault SE trademark and copyright 
1993 LucasArt Entertainment Co. Used under authorization. All rights reserved. 


© 1994 Diamond Multimedia Systems, Inc., 1130 E. Arques Avenue, Sunnyvale, 
CA 94086. 408-736-2000. Fax: 408-730-5750. 


MULTIMEDIA 


(Formerly Diamond Computer Systems, Inc.) 


Play Wit 
Your Food 


TO WV i\) MULTIMEDUA PRIZES INSTANTLY 


ou could win the amazing 
new Compag Presario® CDS 


ee 520 all-in-one computer or 
. win a CyberMaxx” virtual 
a reality headset, a Sound Blaster” 
B. S multimedia upgrade kit from 
ee eh gees, Creative Labs, hot software or one 


of over 12,000 mega prizes. Take a 
byte out of specially marked 
ie Seer le packages of Keebler Chacho’s,” 


O’Boisies; Ripplin’s; Pizzarias, 
TatoSkins® and Pretzels. So, just 
because your mom told you not 
to play with your food doesn’t 
mean you shouldn't! 


oa 5 UND BESTE g 
a piscoveER’ C 


eee Ae 
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No purchase necessary. ore displays and specially marked 
Keebler packages for details and Official rules. 


Game open to U.S. residents. Game ends 2/15/95, Odds of winning grand prize Compaq Presario® CDS 520-approximate value $1699 1: 400,000. Odds of winning ist prize 
CyberMaxx™ headset-approximate value $699 1:333,333. Odds of winning all other prizes 1:1,649. Compaq and Presario are trademarks of Compag Computer Corporation. 
©1994 Compaq Computer Corporation. CyberMaxx is a trademark of VictorMaxx Technologies. Inc. Sound Blaster and the Creative logos are registered trademarks and 
Discovery CD is a trademark of Creative Labs. Inc. ©1994 Creative Technology Ltd’ TIE Fighter game @1994 LucasArts Entertainment Company.. Used under authorization, 
TIE Fighter is a trademark and Star Wars is a registered trademark of Lucasfilm Ltd. The LucasArts logo is a registered trademark of LucasArts Entertainment Company. 688 
Attack Sub and SSN-21 Seawolf are trademarks of Electronic Aris. ©1994 John Ratcliff. Theme Park is a trademark of Bullfrog Productions Ltd, Software ©1994 Bullfrog 
Productions Ltd. Electronic Arts and the Electronic Aris logo are registered trademarks of Electronic Arts. Electronic Entertainment is a trademark of Infotainment World, inc. 
©1994 Electronic Entertainment Magazine. All other trademarks are the properties of their respective holders. All righis reserved. 


‘THE GRAND- 
EST FLEET’ Ex- 
perience the gru- 
eling campaigns, 
the agony of de- 
feat & the exhila- 
ration of victory! 
Allocate natural 
resources to build 
missile sites, radar 
stations, ship- 
building facilities 
and superships. It 
is up to you to de- 
stroy your nemesis. 
Modem play and 
random maps. $32 


‘UNDER A KILL- 
ING MOON’ 
Transports you to 
the virtual world of 
the feisty detective 
Tex Murphy. New 
feature allows you 
to save and splice 
scenes together. 
Digitized voices & 
sound effects and 
an amazing level 
of detail & freedom 
of movement 
make this game 
visually & aurally 
stunning. CD $54 


Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders same as cash. COD $8. Defectives 
replaced with same product. Most items shipped same day. Shipping times may vary. Price/availability may change. 
OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FRO $4 per order. Worldwide 
airmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. All 
sales final. Call for details, 


‘DARK FORCES’ 
You must capture 
the Death Star 
plans and infiltrate 
the Empire's se- 
cret facility where 
a new army of 
mechanized, su- 
per stormtroopers 
must be stopped. 
Features richly 
detailed 3D envi- 
ronments, first 
person perspec- 
tive, and more 
than a dozen 
worlds. CD $46 


‘UNIVERSAL 
NEVERLOCK’ By 
pass document 
checks on more 
than 500 com- 
puter games! Safe 
and easy to use 
even for novices. 
It's menu driven. 
Just point and 
shoot. Never be 
locked out of your 
own — software 
again! Winner of 
BYTE Magazine's 
August '94 Pourn- 
elle Award. $39 


WING COMMANDES 
Vl CAL, 


‘WING COM- 
MANDER 3: 
Heart of the Ti- 
ger’ In this sequel, 
you're a squadron 
commander 
aboard the TCS 
Victory. You must 
end the Terran- 
Kilrathi conflict. 
Features the abil- 
ity to guide per- 
sonal morale and 
seamless melding 
of film and com- 
puter technolo- 
gies. CD $54 


"FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from November 1st through December 31st or while sup- 
plies last. Request must be made at time of order. 


SPEND $75 GET 


Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Re- 
venge 5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, 
Tinies 3.5/5.25; Microleague Baseball Managers Challenge 
5.25, Microleague Football 2 3.5, Time Out Sports Base- 
ball 3.5, MacArthur's War 5.25, Coffee Break Collection CD 


SPEND $150 GET 


Railroad Tycoon 3.5, Magic Candle 3 5.25, Mercenaries 
5.25, Dragon Force 5.25, Command HQ 3.5, F15 Strike 
Eagle 2 3.5, Red Storm Rising 3.5, Battles of Destiny 3.5, 
Heirs to the Throne 3.5, Warlords 5.25 


4 Plex Qud Speed Dr $459 
Advned Grvs Ultrd Mx $179 
Altec ACS 300 wSub $239 
Audiophl Refr 30 A Sp $189 
Audiophl SW 20 A Sb $139 


Auto Cockpit $159 
CH Game Crd 3 Auto $25 
CH Pro Pedals $85 
CH Virtual Pilot Pro $75 
Cyberman $79 
Flight Cockpit $219 


Fit Stk Pro X-Wing Bdl $72 
Gravis Anolog Pro Jstk $33 
Gravis Phoenix Joystk $98 
Joyswitch $39 
Labtec CS-1000 Spkrs $75 
Labtec CS-1400 Spkrs $99 
MS Fit Sim 5 Grvs Pro $56 
PC Virtual Golf Club $119 
Reel Magic Video Up $349 
SBist 16 ASP wSCSI2 $214 
Snd Blaster 32 AWE $263 
SBist Omni CD Dr 2X $207 
Snd Galaxy BX2 WSpk $29 
Sound Man Wave $188 
Snd Scp 16 Bit Wvtbl $192 
Teac Supr Qud CD Dr $342 
Thrustmst Driving Sys $111 
Thrustmst FCS Pro =: $99 
Thrustm FLC Sys F16 $112 
Thrustmst Game Card $25 
. Thrust WCS 2 UPROM $14 
Universal Cockpit $219 
VFX 1 Vrt Rlity Hdgr $949 
Vivid 3D Plus Sound $89 


Aegis: Gurdn Fleet CD $49 


CincPac: Midway $42 
Dreadnoughts Deluxe $59 
Fifth Fleet $39 
Iron Cross $39 
Operation Crusader $36 
Stalingrad $39 
V Victory: Velikye Luki $29 
Victory at Sea $41 


Wargame Cnt St 2: Tnk $39 


11th Hour CD $51 
Alone in the Dark 3 CD $48 
Beneath Steel Sky CD $41 


Bioforge $48 
Cadillcs & Dinosrs CD $49 
Castle Wolfstn CD 6 ep $42 
Chaos Continuum CD $36 
Corridor 7 $28 
Cyberia CD $46 
Dark Forces CD $46 
Death Gate CD $34 
Doom 2: Hell on Earth $44 
Dragon's Lair 2 $34 


Dragonsphere CD $24 
Fortress of Dr. Radiaki $34 


Freelancer 2120 $35 
Full Throttle CD $42 
Gabriel Knight $39 
Gateway 1 & 2 Clict CD$36 
Goblins 3 CD $19 
Harvester CD $44 
Heaven and Earth $32 
Heimdall $17 
Hell CD $45 
Inca 2 DOS or CD $39 
Jagged Alliance $46 
Journym Prj Sp Ed CD $47 
King’s Quest 7 CD WIN $49 
King’s Ransom $33 
Lands of Lore 2 $42 
Legnd of Kyrndia 3 CD $39 
Man Enough CD $34 
Myst CD $49 
Noctropolis CD $47 
No World OrderCD $24 
Out of this World $19 


Prince of Persia 2 $42 
Quest for Glory4 CD $44 
Sam & Max Hit Road $34 
Shadow of Comet CD $29 
Star Trk NG Clit Ed CD $79 


System Shock $47 
The Dig $40 
Touche $39 
Ultimate Domain $39 
Under Killing Moon CD $54 
Voyeur CD $46 


Wolf: Hunt or Be Huntd $39 
Wrth of Gods WIN CD $44 


Advanced Civilization $34 


Archon Ultra 
Battle Bugs CD 
Battle Isle 2 CD 


$32 
$39 
$45 


Battle of Chickamagua $38 
Battlecruiser 3000 CD $48 


Battles of Destiny $19 
Black Beard $35 
Breach 3 $34 
Caesar $24 
Celtic Tales: Balr of Evil $39 
Colonization $48 
Command & Conquer $38 
Darklegions $36 
Detroit $39 
Dune 2 $28 
Empire Deluxe 2 $38 
Front Lines $39 
Genghis Khan 2 $34 
Grandest Fleet $32 
Harpoon 2 $39 
High Seas Trader $39 
Incredible Machn 2 CD $39 
Jagged Alliance CD $46 
Kingmaker $34 
Lords of the Realm $39 
Lost Admiral 2 $39 
Master of Magic $40 
Master of Orion $39 
Merchant Prince $37 
Outpost WIN $39 
Pax Imperia $39 
Perfect General 2 $36 
Populous 2 $25 
Railroad Tycoon 2 (Dix) $39 


Serf City: Life is Feudal $37 


Sim Ant CD $41 
Sim City 2000 CD $45 
Sim City 2000 Windows$42 
Sim City CD $47 
Sim Earth CD $40 
Sim Town DOS or CD $42 
Star Control 2 $34 
Starship CD $39 
Stronghold CD $36 
Ticonderoga $46 
Warcraft $39 
Warlords 2 $29 


X-Com: UFO Defense $39 


A820 Airbus $29 
Aces of the Deep CD $47 
Aces over Europe CD $38 
Across the Rhine CD $47 
Air Ct Srs: Navy Ftr CD $47 
Air Warrior 2 $34 
Armored Fist $44 
Army Air Corps: 1942 $48 
B17 Fly Fort w SS2 CD $37 
Battlecruiser 3000 $43 


Chopper Strike $48 
Cyclemania CD $34 
D-Day: Opr Ovrird CD $39 
Dawn Patrol $39 
Delta V CD $43 
F15 Strike Eagle 3CD $48 
Falcon Gold CD $50 


Fleet Defendr Plus CD $48 
Flight Sim ToolKit $58 
Fit Sim T-kit WW2 CD $19 
Flight Unlimited CD $48 
Indy Car Add On 1 or 2 $22 


Lode Runner $36 
M4: Shermn Tnk WIN $34 
Magic Carpet CD $44 


Max Overkill Bndl CD $46 
Metaltech: Earth Siege $44 
Microsoft Flight Sim 5.0$44 
MS Fit Sm 5 Euro 1 CD$26 
MS Fit Sm 5 Ls Vgs CD$33 
MS Flight Sim 5 Paris $29 
MS Fit Sm 5 PrtInd CD $33 
MS Fit Sm Fit Shop CD $44 


Nascar Racing $39 
Pheonix Fighter CD $48 
Privateer $48 


Privateer Spc Ops or 2 $22 
SimCity Clsc Grph 1&2 $14 


SimTower $42 
Star Crusader $33 
Test Pilot CD $44 
Theme Park $40 
Tie Fightr Msn Dk 1or2 $24 
U-Boat 2 $36 


Wing Commandr 3 CD $54 
Wing Commd Armada $47 
Wings of Giry Enhn CD $47 
X-Wing Collectors CD $45 
Zephyr CD $45 


Alien Legacy $36 
Arena: Elder Scrolls $39 
Character Editors 

(Specify Game) Each $16 


Cobra Mission $29 
CyberJudas CD $48 
Cyclones $44 
Dark Sun 2 $47 
Demon Hunter $42 
Dragon Tales CD $38 


Dungeon Master 2 $37 
Hero’s Mght & Mgc CD $39 
Hexx: Heresy of Wizrd $29 
Ishar 3 CD $33 
Knights of Xentr PG 13 $44 
Knt of Xentar NR 18 Up $5 
Lords of Midnight CD $48 
Menzoberranzan $47 
Pirates Gold $34 
Rings of Medusa Gold $18 
Skyrealms of Jorne CD $39 


Star Trail CD $45 
Star Trk Dp Spac 9 CD $41 
Stonekeep CD $46 
Sword of China $42 


Ultima 6 False Prophet $19 
Ultima 7 Series CD $39 
Ultima 8 CD w/spch pk $47 
Ultima 8: Lost Vale $21 
Witch World $42 
Wizardry 7 Crusaders $19 
World of Xeen CD $40 


CD-I 200 Magnvx Plyr $359 
CD-I 220 Philips Plyr $399 
7th Guest Digital Video $54 


Alien Gate $26 
Burn Cycle $46 
Caesar’s Wrld of Gmbl $44 
Dark Castle $36 
Esc from Cyber City $44 
Laser Lords $46 
Mad Dg McCre Dig Vid $56 
Pinball $30 
Tetris $30 
Zelda’s: Gamelon $44 


Come Play W/Me CD $36 
Dark Tunnels CD $29 
Demolition Woman CD $47 
Desktop Mistress CD $49 
Digital Dancing CD $36 
Dream Machine CD $54 
Fantasies Intractv CD $35 


Fox Pack CD $37 
Girlfriend Maria $39 
Girlfriend Teri (R) $49 
Hot Slots CD $39 


Intret Adult Spl WIN CD $12 
Intract Semore Butts 2 $58 
Interactive Lovers CD $45 
Internatnal Strip Pkr CD$24 
Ladies Club Pkr NtCD $34 
Midnight Stranger CD $45 
Mind Teazzer CD $25 
Mustang Interactive CD$49 
Neurodancer CD $39 
Nick Steele P.l. CD $59 
Nightwatch Intract 2 CD$45 
Paradise Club CD $69 
Penthouse Intract 3 CD $64 
Scisrs N’ Stns WIN CD $39 
Secrets Interactive CD $35 
Sorority House CD (R) $49 
Space Sirens CD $49 
Spy Club (R) CD $59 
Strip Poker Pro (R) $33 
Texas Table Dance CD $39 
Velvet Dreams CD $35 
Virtual Vixens CD $39 
Winner Takes AllCD $39 


Adult Movie Almanc CD $59 
Bare Truth CD $36 
Debby Does Dallas CD $38 
Electrosex CD $39 
Hidden Obsessions CD $25 
Love Bites CD $26 
Mystqu of Orient 2CD $24 
Racquelle Releasd CD $34 


Secrets CD $24 
Toy’s Not Boys CD $29 
Urotsukidoji CD $25 
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A reputation that has been honored 
since 1985. We offer the best and the most 
current shareware in the world. Compiled 
monthly by our professional in house 
software librarians. You name it, we've got it: 
games, kids, business, desktop publishing, 
general interest and more! Call today! 


eer 
val -BON-770-Fe4ll 


Foreign & Canadian orders, Please add $30/year 

(U.S. funds) additional for shipping (air delivery). 

Annual newsstand fate $47.40. Please allow 6-8 
Weeks for delivery of your first issue. 


619-931-811 x510 
fax 619-929-1163 4 
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Sesercmblers 


e “Stellar” Customer Service 
¢ No Equipment Rental Fees 
¢ Industry Leader In Cable Equipment 


MD Lhaionits—~ 
875 S. 72nd St. Omaha, NE 68114 


Ne nal Consiier Cable Association 


a", 
Escape HIGH 
Cable Bills 


Cable Converters & Descramblers 


¢ Delete costly cable 
bills by purchasing your 
Fred own cable box! 

log! 3D Dinosaur Adventure MPC ..... $3 New Family Bible MPC/MAC ..... $B 
Cata 0g; . 5 Foot 10 Pack vol 1 or 2 DOS/MPC $29 Normandy: The Great Crusade MPC $37 
* Call to receive the best 7th Guest DOS/MAC....... +4. $25/49 Ocean Life: Micronesia(2) MPC/MAC$39 
1 1 A.D.A.M.: Inside Story MPC/MAC . $45 Oregon Trail MPC/MAC.......... $42 
a Prices and Customer Aegis: Guardian of Fleet DOS..... Peter Pan: Story Painting MPC/MAC $39 
Service. Alge-Blaster 3 MPC ............. Rebel Assault MPC/MAC...... $45/49 
Allie’s Playhouse MPC........... Redshift MPC/MAC ............. $49 
America Adventure MPC......... Ruff’s Bone MPC/MAC........... $37 
e Open your eyes and Animals: SDZ MPC/MAC ..... Sam & Max Hit the Road DOS..... $42 
Ge 3 Bailey’s Book House MPC/MAC ... Small Blue Planet MPC/MAC ..... $42 
see the vision, Multi- Beethoven's 5th MPC Street Atlas USA 2.0 MPC/MAC.... $69 
Vision Commanche CD DOS ... a Tale of Peter Rabbit MPC/MAC.... $15 
‘J Critical Path MPC....... sisisie The Tortoise & the Hare MPC/MAC $37 
Global Explorer MPC Twain’s World MPC..........00+ $29 
Gus Goes to Cybertown MPC ....$19 Ultimal-Vi DOS ................ $29 
A Hard Day’s Night MPC......... $25 Ultima Vil Complete DOS ........ $35 
In the Company of Whales MPC... $39 Viking Opera Guide DOS......... $49 
Jazz: A MM History MPC ........ $25 Panasonic CR-563 drive......... $139 
Kids Can Read! (11 titles) MPC/MAC$15_ Panasonic CR-562B external ..... $209 
Learn to Play Guitar MPC......... $29 Toshiba XM-3401B SCSI drive. ... $279 
Medieval France MPC ........... $45 Audio cables...............005- $12 
Myst MPC/MAC ................ $49 CD Caddies (USA/Japan) .. $4.50/$5.00 


We specialize in quality reference, educational, 
—_ games, children’s, desktop publishing and 
shareware titles. 


Multi-Vision Electronics, Inc. 
12105 W. Center Rd. Suite #364 
Omaha, NE 68144 


CDROM MULTIMEDIA SAULT  FROGSIN SPACE QUICK PLAY GAMES 
anes BLASTER UPERADE LW Le ELL uITIMATE aU Kips W ON LAUT 0, PACK 
secoeimon bias rel : ay REG. STAR WARS ji \ “7a CONDUCT ? 10 CD SET 
SOFTWARE = : DEEPSPACE aiid \gataaeee scienTiric FROM Hee oa f INCLUDING 
INCLUDING... : BATTLES Eh EXPER cei FUN, FACTS, . 


HEADSET, DOUBLESPEED SONY co-Rom eve WHTHYOU “pis baie cag MENTS 
<a peeve sso poles son cn He 6 ON THE space FES: PRICES#®. WINDOWS DIRECTLY $9 ART AND RES. PRICE S99 


AND PREAMPLIFIER, $39 Leaping MULTIMEDIA SPEAKERS CONTROLS! SHUTTLE ENDEAVOR! 9.39 ROMTHIS CD-ROM. PRODUCTIVITY. 
WAVO CLINTE $39 RIC EATH C90 : : 
Te any MAGIC DEATH S25 SIREET ATLAS USA S89 JOURNEYMAN PROJECI 
TEA FD = EASHIRES $39 HOBBS O/S2 $24 THE COMPLETE MAUS 53) (OVER A YEAR IN THE MARKING: 
KEVEALED TREASURES Sst CH RANURHELE coy \PULTZER PRIZE WINNING HOLOCAUST SURVIVALTALE. WE TRAVEL O ¥ GRAPHICS 
{NACH esas 1 Cr JEWISH BUORSHELE 5/7 DIGIIALCINEVA “S19 JUMETRAVEE, QUALIDY GRAERICS 
Hausceube ey GAULLE Wetuess eey 


TOUneme gs RCM. 
ULTIMANIVPAGAN $39 FONISFORVOU AS GRADE BUILDER $29 


SS/OUODESTENERCEIPART 9 INFO MAGS Sos SEVERE Pach Ss" MICROSOFT BOOKSHELF FOR WINDOWS 94 $49 


DUNO UIBRARY PRO SOUND FILES $9 
eee eee ener TT MILLION BUSINESS PHONE DIRECTORY S19 


cD TITLES ! WO an oni tanner comes LIBRARY OF THE FUTURE 2ND EDITION S69 
KNOWLEDGE MEDIA LANGUAGE 0/S $19 

1-800-444-MR KNOWLEDGE MEDIA MULTIMEDIA $19 
KNOWLEDGE MEDIA GRAPHICS 1 S19 

| Mr.CD-ROM, A DIVISION OF WHO SHOT JOHNNY ROCK $39 
MAXMEDIA DISTRIBUTING, INC. CHARLES GIVENS MONEY GUIDE $25 


UNTER CARUEN, Gl orercoee PHONE DISC POWER FINDER $199 


ccures WANTED TEL.# (407) 877-3807 FAX# (407) 877-3834 BIBLE LIBRARY #9 $39 
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@ Vixens 2: Space Sirens $59 


Venture into the domain of the alluring and beautiful Space 
| Sirens only to realize that you've been entrapped in VR 
chamber to fulfill their every desire or remain a slave on the 


station forever. 
| Virtual Vixens $49 
$59 


m Maxxx, The Naughty Dog 
Ever dream of tains invisible? Realize your fantasies with the 
stealth technology of MAXXX the Naughty Dog. Take full con- 
trol of a ultra sophisticated remotely operated mechanical dog 
equipped with a video trans- 
mitter and advanced surveil- 
@ = lance system. Get away with 
~ the unimaginable through the 
eyes of a cute and cuddly 
@ cybernetic creation. Infiltrate a 
B house full of beautiful babes 


and watch their most intimate 


> W Scissors -N- Stones $39 


1st interactive erotic game with full motion video. 


@ NeuroDancer 

Roam the NeuroNET by hacking into the forbidden worlds 
of dark mysteries, danger, and sexuality. Featuring 3D ani- 
mation, interactive game-play, TFUI Interface and live 
motion video. 


| @ House of Sleeping Beauties $24 


| Imagine a place where you could sleep next to the women of 


} your dreams. 
| @ Buttman’s Euro Vacation $24 


Take an erotic tour through Europe with Buttman in one of the 
most exciting journeys ever captured on video. 


INTERACTIVE 
QUARTERLY 


Positively the best way to get started 
with Adult CD Roms. Set includes: 
Digital Dancing, Legends IV, Biker 


Babes, Legends, Insatiable, and a CD 
Sampler! 


While Supplies Last! S49 


Digital 
Metia 


D Mi Group 


__ Girlfriends-1 $29 


A collection of over 500 stunning photos! 


i Adventures Seymore Butts Il $49 


2 CD Set! Seymore is at it again. He’s out looking to 
mate with the girls of his dreams and needs your help. 


i Dirty Debutantes $39  _ Boyfriends-1 ame 49 
 NightWatch Part One $29 w ue i. 449 
i NightWatch Il Interactive $44 Sharon Staret $29 
H The Dream Machine $49 Gee $29 
HH Adventures of Seymore Butts $39 | = Fury: Shayla! $29 


HB Hidden Obsessions $29 


Models Wild Fantasies 39 
Venus Model Search 94 44 


$34 Each 


Call Our FAXBACK Line From Your Fax Machine (201) 783-33 


Pras Amorous Asian Girls 39 101 Postions 2 39 

PRIWV, Tv Qn Best of Inferno 29 Adult Movie Almanac 49 

cal, College Girls 39 High Society Magazine 49 

s H Frat Girls of Double D 39 Lingerie Interactive 29 

Legends of Porn | 29 Maddam’s Family 39 

Feel the sensual heat when 3 girls win a | Racquel Released 39 Samurai Pervert 69 

fantasy weekend in sunny Spain. Traci | Love You 29 Select A Pet 29 

. ‘ Sorority House 37 

FICTUFeS Spy Club 49 

@ Videc Adult Ref. Library 39 Tokyo Nightlife 59 

Private Video Magazine #1 sold over | Amateur Models 29 Virgins 2 49 

50,000 copies in Europe. Beautiful models | Busty Babes 3 49 Wildest Dreams 1 = 49 

and high production values. Erotic Encounters 44 Winner Take All 49 
Girls of Vivid 2 29 f rf 


EE RD. ST.LOUIS, MO 63043 | 
-0845 INT'L 314-344-0879 FAX | 


VAC, COMPTON'S 1995 
DREAM MACHINE 
ENCARTA 1995 BOX 
MYST 


Adult (lon. 


SUPER SAVER BUDLES!! 


INTERACTIVE CDs 
Vampire's Kiss ... .new.... $59 


Maddams Bundle 3 CD ROM Titles. .$99 Maddams Family ......... $45 
(Maddams Family, Baby's Got Butt, Inferno) ai 
Vampire Bundle 2 CD ROM Titles... $99 si eee 
(Vampire's Kiss, Virgins) temo $35 
Virgins Bundle 3 CD ROM Titles ....$99 ieee eek 
(Virgins, “A” Series, Barlow Affairs) Dream Machine ......4%. $54 
Gorgeous Girls Bundle 3 CD ROMS . $99 Seymore Butts .........., $50 


(Virgins, Elite American & European Girls) 
Dream Bundle 3 CD ROM Titles ....$99 

(Dream Machine, Baby's Got Butt, Inferno) 
Seymore Bundle 3 CD ROM Titles ..$99 

(Seymore Butts, Baby's Got Butt Barlow Affairs) 


PHOTO DISCS 
Elite American Girls-Volumes 1&2 ...$35 ea. 
Elite European Girls-Volumes 1&2 ...$35 ea. 


DIGITAL MOVIES 
The “A” Series Volume 1 &2..$25 ea. 


Adult Sampler CD...... ++ eee ss $9.95 Baby's Got Butt............. $25 
_ ae, F : Hidden Obsessions.......... $25 
gece ee «Vampire's Kiss 
: hing e This is the first full screen-full motion ae 
¥¢ * fle ow acyl a 3-D nee ew adult adyenture. Journey through the CD Discount ae 
L better Ns are interac: fea Short ° spectacyine f corriddis of the vampire's ancient virtual 21115 Devonshire St. #304 
; ok ser "9 Mose of," 3D castle, Interactive graphics allow you Chatsworth. CA 91311 
cD-Rom ( 2thGieg 4 ~—to search for the Secret passageway that Unatswortn, oe 
<= Mage ~~ Electronic leads to the vampire’s private chambers. 


Novernps™es a | youl actions determine the outcome. 800-990-9077 


ae NSTeE = _Doméstic:$5.95 for shipping & handling. 
FREE POSTER Must,be 78 or older to order. 
with every order . ,.. Void_where prohibited and restricted. 


Finishing Moves 


Don Steinberg 


Love ‘em or hate ‘em—you might as 


4 


well know what goes into ‘em. 


Here are the official definitions of vio- 
lence that underlie the new Recreational 
Software Advisory Council (RSAC) ratings 
for computer-game software. The folks who 
cooked up the rating system explicitly define 
different types of mayhem found in actual 
games and other media to make sure noth- 
ing is misinterpreted when software devel- 
opers fill out rating questionnaires. 


How well does your mind meld with the 
raters? Take our simple quiz. (Note: All 
possible responses are taken verbatim 
from official RSAC guidelines.) 


a) a sentient being is thrown into a 
tree chopper and is spewed out as 
hamburger 

b) Wile E. Coyote is flattened or singed all 
over after an explosion 

c) a sentient being loses an arm showing 

parts of the bone, oozing fluids, tendons, 

and veins 


QUIZ SHOW 


a) the eating of a dead body, reflecting 
cannibalism 

b) “finishing moves’ such as ripping out 
the spine in Mortal Kombat 

c) the discovery of a body, poked full of 
holes, inside a torture machine such as 
an iron maiden 


a) Lex Luthor causing an earthquake 
through the use of hydrogen bombs 

b) a fight in a hockey game 

c) an earthquake 

d) use of an item that shoots something 

potentially harmful, including rays, objects, 

projectiles, arrows, fluids, sounds, etc. 


a) zombies 

b) elves 

c) angels 

d) Mickey Mouse 


p 9 9 'q ‘siemsuy 


to Mortal Kombat. 


CORPORATE GAMES 


Now that every media conglomerate on 


the planet owns an “interactive”-game-: 


development company, it won’t be long 
before we see computer games actually 
named after the companies. Look for 
these big-business winners at your 
favorite store. 


Time Warner: You must travel through 
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time to warn residents of impend 
danger—unless you get killed first! 
Blockbuster: In this Tetris-like test of 
spatial acuity, you must build a wall of 
blocks—then bust it down! 

Panasonic: Sonic the Hedgehog is back 
and speedier than ever. Try to. stop him 
by hitting him with a frying pan! 


SCORING: 


Congratulations! You're a parent. 
Congratulations! You're a corporate lawyer. 
Stop playing games and write that term paper. 
Repeat after me: “Freddy Krueger is a fictitious character.” 
Congratulations! You represent the target market for the next seven sequels 


News Item: New version of 
Microsoft Windows to feature 
built-in support for games. 
Options Window Help 
New... 
Open Enter 


Kill Al Demons and 
Sever Portal to Hell 


Delete Del 
Properties... — AlttEnter 


Bun... 
Exit Windows... 


FLIGHT & WEAPONS CONTROL SYSTEM 


Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this 
unique two-handed joystick — the Phoenix Flight & . Control 8 


Each of the 24 buttons can be programmed using « a graphical interface, de sig) : 
simplicity. The Phoenix is compatible with all games and flight simulators that Suppo ue a ae rd 
joystick and keyboard controls. No special support is requires 


Caged up inside your favorite software are some really ferocious sounds. To release them, you need the PC sound standard—Sound Blaster™ from Creative Labs. 
Most of today’s hottest programs were designed to be played on Sound Blaster sound cards. With Sound Blaster, you can be sure everything's real. A 200-pound 
jungle cat sounds like a 200-pound jungle cat. Like he’s ready for lunch. You hear the bushes move, the water splash, the zebras scatter. 
Other cards just aren't as true-to-life, So instead of the leopard, you get Lulu the saber-toothed leopard girl. OS 
Get a Sound Blaster card and unshackle the savage sounds of your software. And always look 
for the Sound Blaster Compatibility Logo when you buy software or multimedia kits. 
There are six different Sound Blaster sound cards for every type of audiophile. Ask your 
Creative Labs dealer which one is best for you. Or call 1-800-998-5227 Ext. 114. 


CREATIVE 


. 
CREATIVE 


,a 


S,'No 


multimedia iSss_ Creative 


© 1994 Creative Technology Ltd. The Sound Blaster Logo is a registered trademark. The Creative, multimedia is Creative, and Sound Blaster Compatibility Logos are trademarks of Creative Technology Ltd. US. inquiries: Creative Labs 1-800-998-5227, Intemational inquiries: Creative Technology Ltd, Singapore. TEL: 65-73-0233. FAX: 65-773-0353. 


12 ISSUES ,2 8 NEw ©o-nom 
ONLY $12 °> EVERY ISSUE 


®YESSE I'm ready for Electronic Entertainment, 

the #1 multimedia entertainment magazine. 

Please enter my one-year subscription (that’s 12 

exciting issues) and bill me later for the great 

offer I’ve checked below: 

O 12 ISSUES & 12 CD-ROMS FOR nicciccccsccsc ces secs reessseccennnssnnenneennnn 
ONLY $29.95. Receive a fresh CD-ROM ‘““Aress 
packed with demos of the latest games 


and multimedia titles, and save 58% off the 
newsstand rate. 451U6 


O 12 ISSUES ONLY $12.00. Save $6 


off the basic subscription rate. 
os ~ Elec Tonic 


Send foreign and Canadian orders prepaid, in U.S. funds, with either 


$15/year additional for surface postage or $30/year additional for air 
delivery. Annual newsstand rate: $71.40. Basic subscription rate: $18. a2 a iE ri | i rT TE ge rT 
Please allow 6-8 weeks for delivery of your first issue. s 


City/State/Zip 


NO POSTAGE 
NECESSARY IF 


MAILED IN THE 
UNITED STATES 


BUSINESS REPLY MAIL 


FIRST-CLASS MAIL PERMIT NO. 1225 BOULDER, CO 


POSTAGE WILL BE PAID BY ADDRESSEE 


Electronic Entertainment 


Subscription Department 
P.O. Box 59710 
Boulder, CO 80323-9710 


Web UvceooUbeodbtbdelbedl eet 


| want to subscribe to Electronic 
Entertainment, the #7 multimedia entertainment 
magazine. Please enter my one-year subscription 
(12 great issues) and bill me later for the incredibly 
low price of either: 


— a savings of PLUS a free CD-ROM with 
$6 off the basic every issue, packed with 
subscription rate! demos of the latest games 


and multimedia titles — 
mmm =a savings of 58% off the 
451M6 newsstand rate! asiv7 


NAME 


ADDRESS. 


CITY STATE ZIP 


Send foreign and Canadian orders prepaid, in U.S. funds, with either $15/year additional 
for surface postage or $30/year additional for air delivery. Annual newsstand rate: $71.40. 
Basic subscription rate: $18. Please allow 6-8 weeks for delivery of your first issue. 


Recycled Paper 
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NO POSTAGE 
NECESSARY IF 
MAILED IN THE 
UNITED STATES 


BUSINESS REPLY MAIL 


FIRST-CLASS MAIL PERMIT NO. 1225 BOULDER, CO 


POSTAGE WILL BE PAID BY ADDRESSEE 


Electronic Entertainment 


Subscription Department 
P.O. Box 59710 
Boulder, CO 80323-9710 


Electronic Entertainment and SelectWare Technologies have teamed up to offer you the ultimate in a 
software demonstration system! For a limited time only, get a CD-ROM disc loaded with computer 
game demos for only $6.95 shipping and handling, compliments of Electronic Entertainment 


Name Company 

Address 

City State Zip 
( ) 

Phone Number Age 


Q) Payment Enclosed (payable to SelectWare Technologies) 


CL) ucyvisa # Exp. Date 
i Signature 
i OR Call (810) 477-7340 Ext. 299, or fax (810) 477-6488 (credit cards only). *Shipping and handling charge of 


$6.95 for North American orders; $12.95 for International orders (U.S. funds only). Please allow 4-6 weeks for delivery. 


a) Recycled Paper 


NO POSTAGE 
NECESSARY 
IF MAILED 


IN THE 
UNITED STATES 


BUSINESS REPLY MAIL 


| FIRST CLASS MAIL PERMIT NO. 1037 — LIVONIA, MI. 
POSTAGE WILL BE PAID BY ADDRESSEE 


ScleGcliVanew 


TECHNOLOGIES, INC. 


29200 Vassar @ Suite 200 
Livonia, Ml 48152-9957 
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